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INTRODUCTION 

Can you be the next great general? You have eight campaigns to find out. 

From the burning waste of North Africa, to the outskirts of Washington D.C., 
you lead the forces of the Allies or the Axis as you battle across beautifully rendered 
3D battlefields. In Panzer General 3D Assault your commanders are the key to 
the optimal use of every class of unit, from infantry to bomber. You decide 
who to promote, and whether your army is made up of a few canny veterans or 
masses of less experienced young officers. Special abilities for leaders and units 
mean no two armies are ever the same, and no two battles have the same result. 
Bold maneuver and careful use of equipment can often mean the difference 
between victory and defeat. 
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jetting Started 

: want to get a quick start, refer to the “Tutorial” section of the manual, which 
>--ts on page 10. It provides a step-by-step battle plan to familiarize you with the 
r-ens and basic features of a Panzer General 3D Assault campaign. For more 
- - -„ed information of the game as a whole, turn to the “Basic Screens, Menus, 
w: Buttons” and “Game Concepts” sections on pages 27, and 51, respectively. 

What comes with the Game 

jj game box should contain this User Manual, a color Reference Card, and a 
: ter General 3D Assault CD. This user manual explains how to play and contains 
important information on menus, campaigns, scenarios, and unit classes and 
- zwipment. The Color Reference card displays the contents of important game 
f ;reens and provides step-by-step instructions for the most important operations 
Thin the game To get the game running on your computer, see the installation 
instructions following. 

SYSTEM REQUIREMENTS 

To play Panzer General 3D Assault, be sure your system meets the following mini¬ 
mum system requirements: 

• Pentium2, 233 MHz IBM PC or compatible 

• 64 MB of RAM 

• Windows 95 or Windows 98 - NOTE: This is a Windows 95 game and cannot be 
played on Windows NT systems. Multitasking is not recommended when playing 
Panzer General 3D Assault. 

• An uncompressed hard drive with 275 MB free for the “Recommended” install 

• 8X CD-ROM drive or faster 

• An 8MB 3D Card 

• A 100% Windows compatible mouse 

In addition to the basic system requirements, the game requires that DirectX 6.1 
be installed to your hard drive. The option to install DirectX 6.1 appears during the 
game installation. At the end of installation, you are prompted to register Panzer 
General 3D Assault electronically. For network play, you need a DirectPlay com¬ 
patible network adapter. 

























Panzer General 3D Assault also features online game play access via the Mplayer 
network. For installation instruction and system requirements, see the “What is 
Mplayer.com” section on page 8. 

Installing the Game 

You must install Panzer General 3D Assault game files to your hard drive and have 
the Panzer General 3D Assault CD in your CD-ROM drive to play this game. To 
install the game, insert the CD into the CD-ROM drive. When the pop-up window 
appears, click on the Install option. If you have disabled Autorun function, or if it 
does not operate, Explore the CD and double-click on the Setup icon. Follow all on¬ 
screen prompts to complete the installation. 

Starting the Game 

The Panzer General 3D Assault Autorun program displays a menu with the options 
to run the game, install DirectX, Uninstall the game, or view the README.TXT file, 
every time the CD-ROM driver is closed with the CD in place. Panzer General 3D 
Assault can also be started by opening the Start menu, selecting Programs and 
choosing the folder where Panzer General 3D Assault program item. 

For complete and specific “how to play” information, please refer to the rest of the 
manual. Some changes were made too late to include in this manual. Please refer to 
the README.TXT file in your game directory for more information. 

Uninstalling the Game 

To uninstall the game, select that option from the Autorun menu, or choose Settings 
from the Windows Start Button, and select Control Panel. In the Control Panel, 
select Add/Remove Programs, left-click on Panzer General 3D Assault, and click on 
the Add/Remove button, The game and all its components are then removed from 
your hard drive, except for your saved games. 

Saving the Game 

Panzer General 3D Assault requires space on your hard drive for Saved Games and 
temporary files. Each saved game can be up to 200kb of hard drive space. 
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Electronic Registration 

: u did not register your copy of Panzer General 3D Assault after installation and 
,-n to do so later: 

From your desktop select the Start button, click on Programs, click on Panzer 
General 3D Assault and click on Register for Free Stuff. 

- Follow all on screen prompts. 

\ ;. t e: If you register electronically, or by the printing and mailing the registration 
:rm, you are directed to where you can download an additional scenario which 
matures the single player scenario Challenge at Caen. 

Electronic Documentation 

If you do not already have the Adobe Acrobat Reader, you can install 
the software following these instructions. Insert the game CD in your CD-ROM 
drive. Explore the CD, and double-click on the ACROWIN folder, located 
in the root directory. Double-click on the file ACROREAD.EXE and follow the 
onscreen prompts. 

Once Acrobat Reader is installed on your system, you can read README.PDF by 
opening the folder on your hard drive in which you installed the Adobe Acrobat 
Reader, and double-click on the file ACROREAD.EXE. From the File menu of Adobe 
Acrobat, you may open README.PDF located in the root directory of your game 
CD. The UNITDATA.PDF is located here. 
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TROUBLESHOOTING 

This section provides information that should help solve some common problems. 

Sound and Video Cards 

This product requires Windows 95/98, DirectX compliant sound and video cards 
y u expenence problems with sound or video while using this product please 

? your " deo or soim<i rard f " * 
r dr,vers >re used ’ ,his *»*« -y- » 

DirectX 6.1 Setup 

This game requires DirectX 6.1. If you do not have DirectX 6 1 then it can he 
instated or reinstalled from the CD. Installing DirectX 6.1 is an option when 

the REDIST\D a iRECTX a nd° be * nst *| led b ? ex P lorin g the game CD, and opening 
Direct 6.1 InstaU Double-click on DXSETUP.EXE to start the 



AT \CTING TECHNICAL SIPP 
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• yij nrst and last name 

• : : r.r number, fax number, mailing auzrss 

• m.r Df the product, version, platform, an: 
; I Assault version 8/Windows 95/98 ID-r. 


Using either the Install DirectX 6.1 button from the Autorun or DXSETUPEXE vor 
can install DirectX 6.1, reinstall DirectX 6.1, test your drivers certification n 
reinstate your previous audio and video drivers as described following. 

DirectX Disclaimer 

Panzer General 3D Assault utilizes Microsoft’s DirectX sound and video drivers 
irectX is a programming tool created by Microsoft, and the installation of DirectX 
may cause video problems and system anomalies with computers using video dri 
vers that aren’t DirectX compliant. DirectX is a Microsoft product, an^ as such SS 
cannot be responsible for changes that might occur to your computer system due 
o its installation. For DirectX related problems that cannot be fixed by updating to 
your video cards latest Windows driver set, you must contact either Microsoft or 
manufacturer of your video card for further technical support or service. 

Microsoft retains all intellectual properly rights to DirectX. The user has been granted 
a limited license to use DirectX with Microsoft operating system products. 


• : - -f description of your problem. 

• Type of computer including name brand. 0 
name of your computer say IBM PC Gone. 
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VTACTING TECHNICAL SUPPORT 

■% -: -ling Company technical support department is available to assist you with 
*- ■ - r regarding the product you purchased. Technical support can be reached 

• i U S. mail, fax, or phone. The technical staff supports the entire family 

jr- products from The Learning Company, including Mindscape and 
r :-:i jnd products. 

. - ^acting technical support, please provide as much information as you can 
..- ;ijt computer system and the problem you are experiencing. 

: Lowing information is necessary to providing you with technical 

jferiST-suce: 

• _r first and last name 

• - ne number, fax number, mailing address, and e-mail address 

• - me of the product, version, platform, and format. Example: Panzer General 
; Assault version 8/Windows 95/98/CD-ROM 

• : r.ef description of your problem. 

• 7vpe of computer including name brand. (Mac or PC) If you cannot find the 
mme of your computer say IBM PC Clone. Example: 

have a Dell PC Pentium 233 MHz 
lemory: 64 MB of RAM 
Hard disk: 12 GB hard disk 
Mdeo card: ATI Matrox Millenia 8 MB video card 
CD-ROM Drive: I have a 4x Panasonic CD drive 
DVD-ROM: I have a 2nd generation Phillips DVD-ROM drive 
Sound Card: Creative Labs 16 bit sound card 

• If using a network please mention the type of network being used. 

• Modem type and speed. Example: US Robotics 56K Flex internal modem 

• Version of Windows or Macintosh operating system. 

Check our Web site, http://www.learningco.com, for answers to frequently asked 
questions and other technical support information. Go to the support section to get 
FAQs, downloads, patches, and other useful files. 



















Technical Support Call Center 


Animated 800 support 24 hours: (800) 409-1497 This service allows on 

customers to find commonly asked questions to products and their answea 
tree ol charge. 


Technical support fax: (319) 395-9600, 24 hours 
Main technical support number: (319) 247-3333 
Note when calling: Call (319) 247-3333 between 9:00 a.m. and 9:00 p.m. Centr 


Technical Support E-mail 

Help@tlcsupport. com 

Online Technical Library: www.learningco.com/support 

Mailing Address: 


The Learning Company 
1700 Progress Drive 
PO Box 100 


| 
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Protection 


c ._, ... ., , ; - -- anu y.w r.M. central 

Standard time, Monday through Friday (excluding holidays), to speak to a techni¬ 
cal support representative. Please be at your computer when you call. 
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Hiawatha, IA 52233-0100 USA 

Attn: Panzer General 3D Assault 

Note: When corresponding via mail please included the following: 

• First and last name 

• Phone number where we can reach you, fax number, and e-mail address 
(if available). 

• Name of the product, version, platform, operating system software 
and format. 

• Platform meaning: IBM PC or Macintosh 

• Format meaning: Floppy disks, CD-ROM, or DVD-ROM 

• Operating system software: Windows® 95/98, Macintosh® System 
version number 


Pricing 

- r com is FREE - them is no <*»» 
; Assault on Mplayer.com. 

xq How Do 1 Get Started 

--.-fiing Mplayer.com is ‘ : 

to the excitement of online 

There are several ways to install Mpfc 

• From the game CD-ROM An: rnn - 

Mplayer.com 

• From the Windows 95/9S 

Play on Mplayer.com 


• From inside the game - se.e:: 


• From the Program Folder -click 
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Cap? Protection 


«: :: play Panzer General 3D Assault, the game CD must be in the 

■MCM drive. 

* -AT IS MPLAYER.COM 

* a com is the #1 multiplayer game service on the Internet. Playing Panzer 

3D Assault on Mplayer.com means that a player in a remote location can 
--re other players in remote locations, and they’ll play in real time like 
j -- eii sitting in the same room. Mplayer.com offers hundreds of innovative fea- 
-... ^eluding real-time voice — chat that lets you verbally taunt your opponents 
.. : : raise your teammates. When you sign up for Mplayer.com you’re joining a 
- . online community where you can participate in regular tournaments, 

-sis, and special events. 


die following: 


and e-mail address 
'stem software, 


M 

:: 'Sh$ System 


Pricing 

.aver.com is FREE - there is no charges or monthly fees to play Panzer General 
I Assault on Mplayer.com. 

'0 How Do I Get Started 

calling Mplayer.com is simple. Just follow these easy steps and you’re on your 
av to the excitement of online multiplayer gaming! 

There are several ways to install Mplayer.com from Panzer General 3D Assault: 

• From the game CD-ROM Autorun - select the option to Player on 
Mplayer.com 

• From the Windows 95/98 Start Menu - select this game and the option to 

Play on Mplayer.com 


• From inside the game - select the option to Play on Mplayer.com 


• From the Program Folder - click on the icon to Play on Mplayer.com 


















9 WHAT IS MPLAYER.COM 


2. This will start the Mplayer.com installer which will check for Mplayer.com. If you 
don’t have it, we’ll install everything you need! Just follow the easy install instruc¬ 
tions at the prompts. During the process, you’ll set up a Mplayer.com account and 
select your Mplayer.com member name and password. 

3. After installing Mplayer.com, your web browser will launch and connect you to 
the Mplayer.com game page. Make sure your game CD-ROM is in the disk drive, 
then click on Play Now’ to log onto Mplayer.com and head to the Panzer General I 
3D Assault Lobby. Before entering the game’s Lobby, we’ll automatically down¬ 
load any additional files you might need to make the game playable on 
Mplayer.com. 

4. Now you are in your game’s Lobby on Mplayer.com. Chat with other players by 
typing your message and pressing Enter. To enter a Game Room, double-click on 
a green Room icon. If you want to create a new Game Room, click on the Create 
Room button. 


- -ceiled Devil: 
SAAF P-38 
Lightning 
over the 
■: :.:terranean, 
1943. 



5. Almost there! If you enter an existing Game Room, Click on the ‘Ready to Play’ 
button, or, if you create a Room, wait for players, then click on the ‘Launch 
Game’ button. 

6. Have fun playing on Mplayer.com! 

MPLAYER Customer Support 

Mplayer.com has a staff of highly trained Technical Support representatives wait¬ 
ing to answer any questions or solve any problems you can throw at ‘em. If you’re 
having trouble installing Mplayer.com, contact a Technical Support representative 
by emailing support@Mplayer.com or by calling (650) 429-3100 between the hours 
of 3 p.m. and 10 p.m. (PST), seven days a week. 

For more information about Mplayer.com visit our Web site at www.Mplayer.com. 

MPLAYER Technical Information 
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You need the following PC configuration to install our software and play games on 
Mplayer.com: 

System Requirements: 

• Windows 95 • Internet access • Pentium processor • Web browser 

• 14.4 KBPS or Faster modem (28.8 KBPS or higher recommended) 

• 8 MB RAM (16 MB recommended) 

*AOL, CompuServe, and Prodigy do not yet support adequate TCP/IP connections 
for FAST game play. Low latency games, including turn-based or role playing 
games, however, can be played. 


Using the Mouse 

In this manual, the term left-cl: 

area on the screen and pressmg me 
presses buttons, and operate? sc. 

-Right-click” means move the ecus* ? 
right mouse button. Right-clickir.i 
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button’s function. 
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- mtorial is intended to explain basic menus and button functions, and to 
; : u through a introductory scenario. For detailed information about the 

_ 5 and options in Panzer General 3D Assault see the “Basic Screens, Menus, 

: Buttons” section, starting on page 27. For explanations of various aspects of 
see the “Game Concepts” section, starting on page 51. For detailed strategy 
- and game play hints, see the README.TXT or README.PDF file, located in 
PG3 directory. 

- -.hi s tutorial, there are two important ways of referring to equipment, one 

- -quipment class and the other is equipment type. There are eight different 

- rhpment classes in Panzer General 3D Assault: Infantry, Tank, Recon, Anti-Tank, 
-_- 7 _llery, Air Defense, Fighter, and Bomber. Within each class are numerous types, 
v.e Spitfire II is one type, the P-51 Mustang is another type. 

I sing the Mouse 

In this manual, the term “left-click” means move the mouse pointer to the desired 
area on the screen and pressing the left mouse button. Left-clicking selects units, 
presses buttons, and operates screen features. 

“Right-click” means move the mouse pointer to the desired area and pressing the 
right mouse button. Right-clicking once on a unit, piece of equipment, or leader 
icon displays a card with information about that unit, equipment, or leader. 
Right-clicking on a button opens a Help box with descriptive text about that 

button’s function. 


































In Panzer General 3D Assault, whenever the mouse stops over a button or ic 
smart text describing the area under the cursor appears over the object in qu 
non. When the cursor stops over a terrain hex or unit, information appears in i 
small info cards m the bottom center of the Main screen. This makes identify] 
buttons and units easy during game play. 
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Viewing the Map 

Scrolhng across the map in Panzer General 3D Assault is achieved simplv by mov¬ 
ing the cursor to the map edge of the direction you wish to scroll. 

In Panzer General 3D Assault rotating the screen in a 3D environment is critical to 
hndmg your unit and the enemy units. Rotating the 3D environment will also allow 
you to take full advantage of the terrain and Line of Sight. 


To rotate the screen right-click on the map and hold down on the button Then 
move the mouse pointer to the center of either the right or left side of the screen 
I he screen will then begin rotating to either the left or right based on what side of 
the screen you moved the mouse pointer. 

Zooming the map is a similar process. Simply right-click and move the cursor to 

the top of the screen to zoom closer and move the cursor to the bottom of the screen 
to zoom farther away. 


The Headquarters Screen 
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the Tutorial 

2 - -n-een choose Tutorial. Left-click on the Checkmark button to Load 

- . u -: screen clears, the Scenario Info screen appears. The main feature of 

, -.- . a scenario briefing, which describes the objectives of this particular 

- diis case your task is to capture the seaport, fortress city of Tobruk. 

., . a Map Flyover button which displays the map, without any units dis- 

m ~ a n zoom and/or scroll around this map to familiarize yourself with it 

- .rung the scenario. Continue to the Headquarters screen by left-clicking on 
im*: unark button. 
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The Headquarters Screen 

This screen is one of the most important parts of Panzer General 3D Assault 
because this is where units are built by selecting equipment and assigning a leader, 
“he screen has three tents displayed: the Motor Pool Tent in the upper left, the 
Leader’s Tent in the upper right, and the Command Tent in the lower left. The area 
in the lower right is the Parade Ground where information about your units is dis¬ 
played. Across the bottom of the screen is the Roster bar, a strip of tabs which is 
the roster of your units. 
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Roster Bar 

If you examine one of the roster tabs, you can see that there are two icons plain* ' 
visible on each tab. The icon on the left represents the equipment type the icon * 
the right represents the leader. On the left end of the Roster bar is a circle contain-, 
mg a number, in this case it should read 01. This is the number of unit slots vca 
have m your army that can be filled by building units. 

At the right end of the Roster bar are three icons, some scroll arrows, the Change So* 
Order button and the Go to Deployment button. Left-clicking on the Change Sort Order button 
changes the order that units are displayed, indicated by the small icon above the 
button. The choices are: 


/ 


• Tank Icon — Sorts by equipment class in the following order: Infantry, Tank, 
Recon, Anti-Tank, Artillery, Air Defense, Fighter, Bomber 

• Flag Icon Promotion level of the unit’s leader with the highest on 
the left. 

• Heart Icon — Unit health 

• Arrows Icon — Number of actions remaining 

Move the cursor to the bottom of the screen and right-click on one of the units 

i f 6 ' IT f rg ? Cards a PP ear in the Parade Ground, the equipment card on the 
e , and the leader card on the right. These cards reveal an important aspect of the 
game, each unit consists of a leader and an equipment type. 
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Fire Attribute 
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Leader Equipment 
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Level/Number 
of Actions 


Air Air Spotting Move 

Defense Attack 


Range Ammo 


-1 

Enemy Units Killed 


--owing order.- Infantry, Tank, 
Bomber 

- with the highest on 


r right-click on one of the units 
the equipment card on the 

reveal an important aspect of the 
ment type. 


hi : Cards 


• -he information that appears on the leader and unit cards is discussed in 
: . ater in this manual, see the “Leader Card Details” and “Equipment Card 
• :..s- sections starting on page 43, but for now lets examine what you need to 


-v to play the tutorial scenario. 


- - m ost important information on the leader card for our purposes is the 

- md icon next to the leader’s portrait and the row of colored symbols below it. 
-- - first icon represents the type of leader this is. A leader can be assigned to com- 
_ iad any kind of equipment, but if they are assigned to an equipment type they 

- :n - t match, they suffer certain restrictions. See the “Orders” section, starting on 
; ir e 72 for more information. 


ae row of colored symbols indicates the number of actions called regular orders 
at this leader may perform in a given turn. For example, move, fight, dismount 
om transport, rally from suppression, entrench, resupply, or refit. Actions are also 
sed to activate veteran orders which are unique to each equipment class and give 
ie unit benefits for a particular kind of action. These symbols are different for each 
ationality in Panzer General 3D Assault, for example, the British have tricolor 
mdels, the Germans have small, gray crosses. 



































llliiii: 


The equipment card shows a photo of the equipment and a firing tank icon ai ■ 
a truck icon just to the right of the photo — all three have rows of green it 
beneath them. The dots below the equipment photo represent the Streoa 
attribute of the equipment. As a unit takes damage, these dots change color. ~i 
row beneath the firing tank icon represents the Fire attribute, the number of uni, 
that equipment can shoot in one turn. The row beneath the truck icon repres-:a 
the Move attribute, which is the maximum number of times the equipment : = 
move in one turn. These factors are limited by the capability of the leader attach- 
to a particular type of equipment. No unit can move or attack more times than a 
leader has actions. 


Across the bottom of the unit card are the unit’s statistics, the higher the numb-: 
the better the rating. The shaded graph above each rating gives a quick referen ~-| 
of the relative strength of each rating. The values are: 


• Hard Attack Rating 
’ Defense Rating 
1 Air Defense Rating 


* Attack Range Rating 

• Soft Attack Rating 
' Air Attack Rating 


' Spotting Range 
' Ammunition Supply 
1 Move 


More information about these can be found in the “Equipment Card Details” sec¬ 
tion starting on page 43. 


Right-click on the cards to close them and clear the way to build a unit to fill your 
available unit slot. 


Building a Unit 


There are some leaders standing in front of the Leader’s Tent, go ahead and right- 
click on each in turn. As their leader cards appear in the Parade Ground, note 
which equipment icon is shown, and the number of actions they can perform. For 
this scenario, they are unlikely to have more than three actions or less than two, 
so their equipment class is an important factor. Leaders are assigned randomly! 
with differing levels and class abilities. You have only one open slot available, so 
you will need to chose a leader with less than five actions in order to be able to 
build a unit with that leader. Choose a leader by left-clicking on its figure, which 
moves that leader into the Roster bar and a new tab with a green background 
appears. The number of slots shown on the left end of the Roster bar changes to 
00. How the number of slots available affects how leaders are assigned is an impor¬ 
tant concept explained in more detail in the “Promotions and Slots” section 
starting on page 55. 
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• Spotting Range 

• Ammunition Supply 

• Move 
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- . is selected from one of the eight classes represented by the icons in the 
:. Tent in the upper left part of the Headquarters screen; Tank, Anti-Tank, 

r Fijhter, Artillery, Air Defense, Recon, and Bomber. Left-click on a piece of 

- to display the array of equipment types available to you at this time, 
it pear in a row in front of the tent. Move the cursor over the motor pool tent, 

- -n click on the tank icon, located in the upper-left corner of the tent. The avail- 
.ir.ks that you can requisition will be displayed in front of the motor pool tent. 

h view the equipment information by right-clicking these tanks. Holding the 
• : jver a piece of equipment gives you a quick look at it for easy comparison of 

t ' :?erent types available. You will notice that the tank on the far left, a Cruiser 

- 1 has the highest ratings. Choose this tank by left-clicking on it, which moves the 
:\.: ment onto the tab, assigning it to the leader you selected previously. 

u change your mind about the unit you built scroll through the Roster bar until 
__ ^ee a unit tab with a green background, this is your new unit. Left-clicking on 

- - :ab disbands your unit and returns the equipment to the Motor Pool and the 

- i der to the Leader Tent. Your available slots goes back up to 01 if you disband this 

and goes back to 00 when you build a new one. Keep the A13 for now. 

_cfi click on the red button with the X on it at the far end of the Roster bar to pro- 
red to deployment. 
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Deployment 

Hexes 



Deployment 


The locations where you are able to deploy units are highlighted with brighter spots 
and the cursor changes to include the “Deployment OK” symbol (two curved down¬ 
ward pointing arrows). Click on one of the highlighted spots to deploy the unit you 
just built. A good spot would be on the road next to the airfield, next to your 
Daimler SC. If you decide you would like to place the unit in another spot, you can 
click on the unit again, putting the unit back in the Roster bar, and then select 
another deployment spot by clicking on another highlighted location. Aerial units 
must be deployed adjacent to friendly airfields. 


the Strategy Map 
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the Strategy Map 

- z z vour deployment phase, you may wish to view the overall battlefield. Click 
■ ■ - r '-ategy Map button, the one that looks like a compass, located on the bottom- 
, - - de of the Interface bar. This takes you to the strategic map where you can 

-. the entire battlefield from a bird’s eye perspective to locate objectives and 
our strategies. The diamonds with a gold outline are the locations of primary 

- rv objectives, while those with a silver outline represent the secondary objec- 
- Triangles represent airfields, circles show any towns that are worth victory 

JtSi any visible Allied units are displayed as stars while Axis units are displayed 
. - rrosses. The color of these symbols indicates which side currently controls them, 
t. orange for Allied controlled locations, and blue for those under Axis control, 
king on the map returns you the tactical map at the location you clicked. The 
-Tgle primary objective in this scenario is Tobruk, which is the city directly north 
: your starting position. 

■.lien you are finished reviewing the map and deploying your new unit, click on the 
red Exit Deploy Mode button in the lower-right corner to start your first turn. 
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Allied Turn 1 


Select your Daimler SC reconnaissance unit as the active unit by either clicking on 
it in the Roster bar or on the tactical map. A yellow highlight appears under the 
unit to indicate it is the active unit, while the green highlights indicate where that 
unit can move. The active unit also gets a yellow highlight on the Roster bar. 
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The small info cards in the center of the interface bar display the equipment type 
and Strength attribute on the left side, and the leader portrait and number of 
actions on the right. The left of the equipment card are two rows of colored lights 
with the Fire and Move attribute icons next to them. The top row only displays 
three green lights meaning that this unit could fire three times, the rest of the row 
is black indicating that this unit could only ever fire three times. The bottom row 
has three green lights, three yellow lights and the remainder are black. This unit 
could move up to six times if the leader that was assigned to it had that many 
actions. If this leader improves later, some of the yellow lights will become green. 


■pi- me cursor over the M13/40 tank 
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Buttons 


ixhe active unit by either clicking oc 
l yellow highlight appears under the 
?een highlights indicate where tha* 
highlight on the Roster bar. 

- -r oar display the equipment type 
-Je .eader portrait and number of 
arc are two rows of colored lights 
lhem - T he top row only displays 
three times, the rest of the row 
fire three times. The bottom row 
“ le remainder are black. This unit 
'•‘.'as assigned to it had that many 
:e - veIlow lights will become green. 


auir U ibl - - SC reconnaissance unit by left clicking on the green highlighted 
'*• ■ : rv.rst along the road up the hill towards Tobruk. This will bring 

I ”.. mz .- ; .ning range of an Italian M13/40 tank. Leaders in the Recon 

. ability they may use only when assigned to Recon equipment 

^ , - ^rst move is always free. So there are still three green lights for 

- - Fire and Move. 

Kpi* ■ . - r ir.ce unit’s primary function is spotting enemy units, and you can 
- "-'tiveness of this by using an action to have your unit send out 
Em • - ' -crease its spotting range. Click on the Recon Patrol action button (the 
Cob.'- ' ' in the first row of buttons) to activate this special ability called a 
raer Note that now, both the Fire and Move indicators have only two 
ILq . this is because the Recon Patrol order used up one of the leader’s actions. 

L , ■- -als an Italian Bersaglieri infantry unit in the hills. The armor unit 

Lp|. . rratest threat to your units as they cross the open desert terrain, how- 

- need to deal with the tank first. 

h :cr artillery piece within range of the tank. The 25 Pdr has a range of 3, 
•sr: i 'an check by right clicking on the unit, either on the tactical map or in 
[ '*». h ---- bar. to bring up its equipment and leader cards. Select the artillery unit 
: Nick on the highlighted hex directly in front of your Daimler SC. This 
m i2o\\ your artillery to attack the tank without it being able to return fire. 

me artillery so it is ready to fire by clicking on the far right button of the 
rnm. - - .V of the unit actions (the two arrows at right angles). Moving and dis- 
use one action each leaving the 25 Pdr a single action. Notice that when 
I : 5 Pdr dismounts the ground under both the M13/40 and the Bersaglieri turns 
.: - indicate they can be attacked. 

* - the cursor over the M13/40 tank and it changes to an attack reticle, with 

- --rs on either side of it. These are the estimated losses for this combat, 
- ■ on the left, enemy on the right. These are not guaranteed, and may be 

- red by special abilities or unknown factors for either side. This is merely a tool 
i - estimating any given unit’s ability to damage another unit it is capable of attack- 

-When this cursor appears in the hex over the M13/40 tank, fire on it by 
---clicking. You can examine the battle results by right-clicking on the enemy unit 
'•ring up its unit card. Red indicates a strength point that has been destroyed 
blow indicates a suppressed strength point, green means OK. Suppressed 
strength attribute points return at the end of the turn but are not available on 
.-ack or defense until then. Right-click to close the card. 























Select your Hurricane II bomber and fly it over the Italian tank by clicking ox 
green highlight in the hex with the tank. The highlight turns red when the be 
arrives over its target. Attack the tank by clicking on the tank itself. 

At this point, the enemy unit should be softened up a bit, and vulnerable. F 
up by moving your Matilda II tank adjacent to the Italian tank, and fire on r 
clicking the enemy unit. If the enemy unit has not retreated, you should be ax « 
attack a second time. If the unit does retreat, you will want to use the Daimler > 
remaining action to pursue the enemy. By having one of your units adjacent;: 
damaged enemy tank, you prevent that unit from refitting and regaining ^ 
Strength attribute. 


mg* fuc-T -i your Turn 




— r suppression and ^—.* 


the regular orders 


Move your Cruiser A13 tank in front of your artillery so that it is adjacent to pH 
Bersaglieri infantry. This will require two moves. If your leader has an action arrJM 
able, you may want to attack the enemy at this time. However, by putting the cursH 
over the hex containing the enemy unit, you will note that the enemy is in rouiH 
terrain. This gives infantry an advantage over armor by providing cover for 1 
infantry and making it difficult for tanks to maneuver. Check to see if an attach a I 
worth the risk by holding the cursor over the enemy unit until it changes to lx I 
attack reticle. The main reason for moving your tank, though, is to protect yo:rl 
flank and to keep the infantry from attacking your artillery, which has been left vu- I 
nerable on the road. 

Now that your armor has beaten back the enemy, you should bring up your I 
Engineers. Depending on whether, and in which directions, the enemy has | 
retreated, you may be able to finish off an enemy unit with your Engineers. If pos¬ 
sible, do so; otherwise move your Engineers in behind your Matilda II tank. You I 
can also use any remaining actions of your reconnaissance unit to chase after a 
damaged enemy unit which has retreated. 

Bomber units are vulnerable to enemy fighter attacks, so you will want to protect 
yours by bringing up your Spitfire II fighter. Select the Spitfire II, and then click on 
a highlighted hex adjacent to the shadow your bomber casts on the ground. This 
makes your fighter fly next to the bomber so that it can provide protective fire if an 
enemy attacks. 

You will, however, want to leave your motorized infantry unit in El Adem in order 
to protect the town. This is your enemy’s primary victory objective, and you will 
lose the scenario should the enemy capture it. Units will automatically entrench at 
the end of your turn if they have the available actions. 
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Tobruk 


Axis Units 
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'urn 2 

f - -sible, you will want to hunt down and destroy any enemy units you attacked 
: damaged in the previous turn in order to finish them off while weakened, 
- -reby saving your own units costly attacks against refitted units. 

f ve your reconnaissance unit forward to spot enemy units. By moving your 
I aimler SC unit to a position on the road at the base of the hill and again using 
ton Patrol ability, you will be able to spot the fortifications forming a de ensive 
ring around Tobruk. You will need to break through this perimeter in order to 
-ssault the town. 
















Fly your Hurricane II bomber over the Carbonile which is on the road _ 
over the top of the hill. Before attacking, select the Bunker Killer special 
clicking on the button with the diving plane in the row of buttons. This 
increases the amount of damage inflicted on the fort by the bomber. Now. 
the Carbonile to attack it. After attacking, it is likely that your bomber is be_ 
to run low on ammo. If it is, a yellow flag will appear on the unit which indi 
the unit has only one shot left. 


The bombing attack on the Carbonile should have greatly reduced its strengu i 
fighting ability. Engineers, with their expertise in demolition’s, are the perfe- 
to start the attack. Move your engineers adjacent to the fortification, and a: 
One or two attacks should be all it takes to destroy the Carbonile. If not, br 
one of your tanks to finish it off. 


Destroying the Carbonile will blow a hole in the Italians’ defensive perimeter - 
allow you to move your other units over the ridge to prepare for the attack 
Tobruk. You will first want to scout ahead with your reconnaissance unit, so m 
this unit over the hill first. Then move your 25 Pdr artillery as far forward as 
can while still being able to move one of your armor pieces in front of your art 
in order to protect it from attack. 


The Italians may have responded to your attack by sending a MC.200 fighter ah 
one of your units. If the fighter is visible, intercept the enemy with your figh: 
Again you can determine an air units exact location by it’s shadow on the groi_. 
Select your Spitfire II and then click on a spot adjacent to the enemy fighter 
shadow. Once your fighter has moved, attack by clicking on the enemy air unit, 
should severely cripple the MC.200 and send it fleeing. 


You will also not want to forget about the Italian’s Bersaglieri infantry unit, whicrj 
is probably lurking about on the hilltop. Move your remaining tank over the hill ii 
a flanking maneuver, either attacking the enemy’s infantry or putting your tank in 
a position to capture the enemy’s airfield. 


Turn 3 


Left-click on the Change Sort Order button until the “Heart” icon is visible, which sorts 
your units by Strength attribute. Notice that some of your units now have a red 
background instead of the light gray. This indicates that they have suffered damage 
in combat. As a unit becomes more and more damaged, the red background spreads 
across the tab. Units with more than 25% damage, have a small amount of red, units 
with more than 50% damage have a greater amount, and units with more than 75% 
are red all across. The other important factor about having taken damage is that the 
unit may suffer damage to a specific attribute, either Move or Attack, and lose 
actions in one area while retaining actions in another. 
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non by it’s shadow on the ground 1 
• adjacent to the enemy fighter - 1 
- -'king on the enemy air unit. Th_-1 
ieeing. 

5 Be rsaglieri infantry unit, whic: 1 
~ r remaining tank over the hill in I 
■ hifantry or putting your tank in 

ppr- l- - iegal target. Before performing the paradrop, however, you will want 
£|, . zr area for the drop as much as possible. Dropping into the midst of 

.. b z_z would likely mean the end of your paratroopers. 

k !■ . - • that the enemy fighter you attacked has retreated to its airfield 

I 11 , -r z refit, and you will want to shoot it down before it has a chance to 
1 ink - f possible, move your flanking tank unit over the hill towards 
I :::» z'’-.a. as well as your reconnaissance unit. If the enemy fighter is visible 
I iz . with your Spitfire II, or move it over the airfield itself to see if it is 
1 ■ -ie - : by a unit. 

% : u are ready for the paradrop. Select your Paratrooper by clicking on it in 

: : iter bar. Then move your cursor to an unoccupied spot as near as possible 
■ :: - rnemy airfield by Tobruk, and click on that location. Move your Paratrooper 

1 ze airfield and attack any ground units that may be defending it, using what- 

tran icon is visible, which sorts 
ie of - v °ur units now have a red 
- that they have suffered damage 
•red. the red background spreads 
rave a small amount of red, units 
• an( d units with more than 75% 
raving taken damage is that the 
;mer Move or Attack, and lose 
ler. 

■ -r nearby units that you have available to support and capture the airfield. 
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ant to concentrate on car 


With the airfield captured and provided there are no adjacent enemy ground_ 

you will be able to move your Hurricane II bomber to the airfield and resupph i 
by clicking on the Resupply button, the barrels icon on the lower row of the 
action buttons, since you will need it for the upcoming assault on Tobruk. If tL 
are adjacent enemies, you will want to try to drive them back by attacking with: 
available units so your units can resupply. 


-y. • wn is a / 5mm andie..* 
y , cg*'"r*d from direct attack 1 
. - . - - ending the town, and you : - 
• re not first take care of this - 
e n bomber. Move your bo 


You may also want to attempt to drive back any enemy units around the town 
Tobruk which are blocking a direct attack on the town itself. However, if any of your I 
other units have been badly damaged or are running low on ammo, you will wan] 
to use this turn to resupply or refit them so that you can mount a concentrate: 
attack during the following turn. 


: -s not significantly suppress the sr 
n 25 Pdr artillery 
you should use any remaining 
: r the town. 


Refit vs. Resupply 


have completed your preparaB*: 
i for the main assault 

, r.if this is not enough to disk 
mpletethe job. You ’ 

... n this turn will earn y: u -. 


Units can run out of ammo and/or become damaged during combat. Two of the 
buttons on the Orders row remedy this situation. If they are not adjacent 
to an enemy unit, the Resupply button replenishes a unit’s ammo supply and 
costs one action. 


"urns 5 & 6 


The Refit button can only be used when no enemy units are adjacent. This order 
takes the entire turn, but restores all destroyed strength points and provides full 
resupply while repairing one attribute, either Move or Fire. 


--r Italians proved especu. 

use the remaining turns to ke«f 
town is captured. When the 
wed by the Summary sere 
of three ways: total units 
-stroyed by leader. 
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PiT 

Unit 


Cursor 


•.v ant to concentrate on capturing Tobruk itself. 


e ar ~ no adjacent enemy ground iraaj 
to.mber to the airfield and resupp: if 
icon on the lower row of the 
upcoming assault on Tobruk. If th^l 
lrive ^em back by attacking with anl 

any enemy units around the town 4 I 
tie to wn itself. However, if any of yc x I 
ronnmg low on ammo, you will warn 
±at you can mount a concentrated 


imaged during combat. Two of the 
iroation. If they are not adjacent \ 
—--rs a unit’s ammo supply and 

em - v ^ts are adjacent. This order 
o strength points and provides full 
love or Fire. 


IoikBi : -_-.e town is a 75mm artillery piece positioned on the small peninsula; 

K-.f — . - d from direct attack by the sea. The artillery can provide support fire 

hna - : -: - nding the town, and you would likely suffer severe losses in any attack 

pi. t : not first take care of this threat. For that, you should employ your 

1 * 11 *-, me n bomber. Move your bomber over the enemy’s artillery and attack. 

f - not significantly suppress the artillery, you will want to attack the 75mm 

Lib own 25 Pdr artillery unit. Once the enemy’s artillery is damaged and sup- 

pi, — you should use any remaining ranged attacks on the Italian infantry 
■Mcr r me town. 

H* u have completed your preparatory attacks, move your Engineers adjacent 
u ■; wn for the main assault. Attack with your Engineers as many times as you 
m i -d if this is not enough to dislodge the defenders bring in any other available 
i . - j complete the job. You will want to go all out in this attack since capturing 
on this turn will earn you a major victory. 


"urns 5 & 6 

Italians proved especially tough or your own units did not have enough 
- ■ cis, use the remaining turns to keep up the assault in a similar fashion until 
r town is captured. When the scenario ends, there is a brief victory animation, 
bowed by the Summary screen where you can view your tally of enemy units m 
.r of three ways: total units destroyed, units destroyed by class, and units 
-itroyed by leader. 
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THE BASIC SCREENS, MENUS, AND BUTTONS 


This sections provides step-by-step suggestions to familiarize you cm 
easily with the basic screens, menus, and buttons in Panzer General 3D A 



£2 Ejection screen, from wm 
— This also determmes 
for more information. se- 
31. 



T moon dialog box. 2 
: ; have on or off durit 
r * r more infonnati*- , ~ 


I IfE Hi'? 


ine Function dialog box. 1 o 


* ~ * n5.no. 


fin vmzyer 


WUK —Ai play er Game Selection screen. 
IS-: rime, either over Local .Area Mr* 
For more information abom 
T ‘Playing a Multiplayer Gam-' -- 




he Credits 

for the development team re 


The Start Screen 


Assault. Click on the screen or pn 
the Start screen. 


When you begin Panzer General 3D Assault the first screen represents an hist 
rian’s desk. As you move your mouse pointer over the graphics in the office the te_ 
option becomes highlighted in the center of the screen. The player can either left] 
click on the graphic or on the text in the center of the screen. 




This button exits the game ana re- - 


Play Scenario 


Brings up the Scenario Selection screen, from which you can select and start a sin¬ 
gle player scenario. For more information, see the “Play a Scenario Screen” section. I 
beginning on page 29. 


















TTO\S 


THE BASIC SCREENS, MENUS, AND BUTTONS 28 


s, AND BUTTONS 


r j-Mions to familiarize you q-_ 
d bunons in Panzer General 3D M 


. ; i —. Selection screen, from which you can select the army com- 

• rm . This also determines the nationality and theater of 
ir ; -~ e For more information, see the “Starting a New Campaign” 
n page 31. 


ime Option dialog box, from which you can choose the game 
■a rsc to have on or off during game play. See the section “Game 
■ 35 for more information. 



» o r - l ime Function dialog box, from which you can load a saved cam- 
«_ ‘ i renario. 


tim§er 

. . r ..r, r - Multiplayer Game Selection screen, from which you can create or join 


attl a -: zame, either over Local Area Network (LAN), the Mplayer network or 
--met. For more information about starting and playing multiplayer 


MpElii.. 


— the “Playing a Multiplayer Game” section, starting on page 36. 



he Credits 


Le::' - tredits for the development team responsible for bringing you Panzer 

■■ 1J .Assault. Click on the screen or press any key to exit the credits and 


~“e first screen represents an him 
; :,ver the graphics in the office the ter 
-e screen. The player can either left 
ol the screen 


bmm .. ’he Start screen. 


'IfeUtf 


Jir". 


: on this button exits the game and returns you to your Windows desktop. 


; W ^ h - vou can select and start a sir- 
- the Play a Scenario Screen” section. 



























Play a Scenario Screen 



_ Up “e : .aver can use a Le«mer »■ 

Mi s araw. the leader can only issue 
BW it.* --- the class of the equipae 
ig on this button togg* 


-:jci 


Lmder Quality 


Briefing 


There are over 20 scenarios in Panzer General 3D Assault, depicting real and 
oretical battles throughout North Africa and the Western Front of World War IL 


The Scenario Selection screen is divided into three parts. The top part presents: 
player control area, as well as, the advantages and disadvantages for each _ 
trolling player. The AI is a controlling player. The lower left window contains i 
listing of the currently available scenarios. The middle right section contains d 
scenario description; while the lower right are the Quit button and the Load a Scena 
buttons. To select a scenario, click on the down arrow button, or click on the dov. 
arrow button, and hold down your mouse button. When you see the name of thfl 
scenario you wish to play, click on it, and a description of the scenario appears ^ ] 
the middle right of the screen, the human player is always Player 1. 


Scenario Advantages and Disadvantages 


Once you have chosen the scenario you can change the handicap level and make 
the game more challenging or easier for either side. You can toggle the advantages 
or disadvantages to one of three states enhanced, normal or, decreased simply by 
clicking on the appropriate button. See below for scenario advantages and disad¬ 
vantages description. 


i '• 1-- -- ' 


ig promotion alreacr. . - 


'Arts 


Iwfgmg the Roster slots will increase. : 
: - r of units you can field in the so 




-tag on the Leader Pool burton adds 
r decrease the number of leader 


- i —no button allows for either 


nchment 

The Entrenchment button toggle;- 
entrenchment. 


Befit 


T| 


Clicking on the Refit button a_: T - - 
Enhanced refitting always res: o— - 


-lit Strength 


Clicking on the Unit Strength 
attributes for all units on tha:: - 
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... "r player can use a Leader freely with any Class. When this 
- i e. the leader can only issue standard orders when his class 
■n -r.ch the class of the equipment. This has a large effect on the 
--- • i rking on this button toggles this setting on or off. 

zder Quality 

the Starting Leader Quality button either increases or decreases the 
carting promotion already on leaders. 





p:— a the Roster slots will increase, decrease, or restore to default the 
m ; - : of units you can field in the scenario. 


r- Pool 


Eng on the Leader Pool button adds additional leaders to your leader 
. or decrease the number of leaders in the leader pool. 




T 3D Assault > depicting real and J 
he Western Front of World War a 

hree P arts - T he top part presente 
~'_ 3n d disadvantages for each ctj 
' The lower left window contains a 
■ - middle right section contains tj 
•he wurt button and the Load a Scera— 
y arrow button, or click on the dowi 
•W hen you see the name of ti» I 
option of the scenario appears e 
er «s always Player 1. 

ntages 


The Ammo button allows for either normal or unlimited ammo supply. 


nchment 

I The Entrenchment button toggles between normal and enhanced (+1) 
entrenchment. 


Clicking on the Refit button allows for normal or enhanced refit ability. 
Enhanced refitting always restores the unit to full health. 


-ar.ge the handicap level and make 
' “ e ' ou can toggle the advantages 
norma l or, decreased simply by 
■:r scenario advantages and disad- 


nit Strength 

Clicking on the Unit Strength button allows normal or increased Strength 
attributes for all units on that player’s side. 












Playing a Scenario 


When you have selected your scenario, chosen your side, and adjusted tht 
tages as desired, then click on the Load Scenario button, the check mark bur : i 
bottom right of the Scenario Selection screen to start the game. If you change y ■ 
about the scenario, click on the Quit button, next to the check mark button : 
to the Panzer General 3D Assault Start screen. 



- vn id me overall campaign ran 

^ ^ ffi i~* i ilt v vou vs ant a—— *—^ — - 

- selection. You can a_s : zz 
zz rrease or decrease the : e: 

— - -2ck on the Bee' Zzm 
jci the Quit button to rernm v 


The Scenario Info screen appears where you have the choice to do a ma: 
prior to the game. Left-clicking on the Checkmark button takes* 
the Headquarters screen where you can examine your army and build 
assigning leaders to equipment. 


Starting a New Campaign 




UVLfOX ROMMLS 


S v :' * 'pqaapmgk Qpbmt 

: f > vv-v.iifV 1 

□ v *i ’tii ’ 




75 bm tr.i ty/'JZxr-. r 

> ' * 


Campaign Description ; 


L- .CromiSa; rj,-hsrJ IlX.'ise&Qrwts -t <r,.C .-.si »-iUi 4 
S^atfciiwnatr WffcsLi :<fien lus <-trt«a«iriiL. 3 r 

sj-.U coi.TUr.- 1 -jljhr x «.vgM| ly tit :t 

>rksst tfciy umd»t)£gepv OXk-tava r iwc.ts ot'ih»a ndu 
*<- iflstbrcfS.“It <ris illidthtt 4 ikaSi.-oaitofni 



immander 

- „. *iye eight different Army Comi 
(•aCommander portrait highfi^l 
_v Commander you have - - 
5 particular strengths -nd i 


lit - — 

r v 


riles settings. 


mi cjn Rating 


-... . erall difficulty rating of the Lamp: 

: you modify any advan . 

:lar Guard, and Elite. By choosing o* 
■B op the advantages based on which I" 


tjaigns and Army Commander. 


- : Army Commander has 

hrifr the choice sets the location and tn 
Acuity level based on the game optic 
•1 ire default settings that protide ai 
s are available to the player at the Man 
jr'ri if desired. 


. 1 -1 paign Options 

represent the overall ability of sa 


There are four large campaigns, and four mini-campaigns in Panzer General 3D 
Assault. Upon entry into the Campaign Selection screen you are presented with a 
choice of eight Army Commanders; Guderian, Rommel, Kesselring, Patton, Patch. 
Le Clerc, Montgomery and O’Connor. Each Army Commander represents a 
separate campaign path and varying levels of difficulty that can be modified. 
Clicking on any of the army commander portraits highlights that portrait. The 
description of the campaign appears in the bottom right of the Campaign Selection 
screen, while the overall campaign rating appears at the top of the Campaign 
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*osen your side, and adjusted 
** “ button, the check mark b 
■° the game. If you change 

i, next to the check mark butt 

■een. 

- have the choice to do a mar 
Checkmark button takes 
examine your army and build 


. ,';:T a.,;-, • ^ 

" « ■*" V > 

*' A- 'i' j|j* T‘ :-xM 

* v i. til * X \ti 
~ r --' " 


r-atca De<ci*>fion 

r ? yr,: *«u.v 

- ’ ‘ r '-‘ tewiawnUK >+■». 

# rp ' - r.Mf ofih»uteh(i» 


- - 1 : the overall campaign rating are five quick rating settings, 
wt - ■ luficulty you want and the advantages and disadvantages will 
ir selection. You can also toggle the advantages and disadvan- 
■ .ncrease or decrease the overall rating. Once you are satisfied 

r *».- - :hck on the Begin Campaign button, located at the lower right 

. :t : n the Quit button to return to the Panzer General 3D Assault 


* tmmander 

i the eight different Army Commanders and campaigns you may 
Jliflfc:; - Commander portrait highlights the portrait. This box represents 
K ir- —v Commander you have chosen for the campaign game. Each 

... - ias particular strengths and weaknesses represented by the 

i i-'igessettings. 


k gn Rating 


■ -rail difficulty rating of the Campaign you have chosen. This rating 
u you modify any advantages. The five difficulty ratings are Levy, 
—i ? ar Guard, and Elite. By choosing one of the five difficulty buttons, the 
in* — up the advantages based on which button you have chosen. 


: 6 t wtaaigns and Army Commanders 


■'it :: ,:e of Army Commander has a varied effect on the campaign. 
Bib. *v the choice sets the location and track of the campaign. Secondarily 
f«!» • i nfficulty level based on the game options chosen by the player. However, 
[*■ - tre default settings that provide an overall difficulty level. These 
I*, is are available to the player at the Main Campaign screen so they can be 
T-i if desired. 


impaign Options 


~ represent the overall ability of said commander. This is his ability to moti- 
- :nfluence, and coordinate his army in a theater of operation. 


-—-campaigns in Panzer General 3D 
- on screen you are presented with a 
: Rommel, Kesselring, Patton, Patch, 
. Arm - V Commander represents a 

■ of difficulty that can be modified. 
: rtraits highhghts that portrait. The 

■ :m right of the Campaign Selection 
rcr5 at ’■be top of the Campaign 
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thf. basic son 


Reinforcement Quality 

This option offers three settings, Normal, Enhanced (+) or Der- 
The starting promotion level of Leaders added to the officer’; : 
the first scenario will be modified according to the setting of ±s 
It has a small effect on the rating. 



Chance for a Leader Special 

This option offers three settings, Normal, Enhanced (+) or Decm-..- 
The chance for a Leader to obtain a Medal (Leader Special) will be 
ified based on this setting. It has a small effect on the rating. 



Chance for a Prototype 

This option offers three settings, Normal, Enhanced (+) or Deere, 
The chance for the player to gain a prototype unit (unit delivered pri 
historical dates) will be modified based on this setting. It has a s 
effect on the rating. 



Chance for Promotions 

This option offers three settings, Normal, Enhanced (+) or Decrease: 
The ability of the player to receive promotions for his Leaders wil 
modified based on this setting. It has a small effect on the rating. 




Chance of Leader Survival 

This option offers three settings, Normal, Enhanced (+) or Decreased - 
The chance for a Leader to survive the death of a unit will be modife 
based on this setting. It has a small effect on the rating. 


zrio Info Screen 



Most Common Leader Type and Second Most Common Leader Typ- 



iiiii 


appears at the beginning of over 
_ - scenario. It presents the scenario 
ampaign being played. Initially the 
—ig scenario. 


Leaders are designated to be one of eight classes (Air Defense, Anti-Tank, Armor 1 
Artillery, Bomber, Fighter, Infantry and Recon). These two buttons cycle through I 
each of the eight types to allow you to designate the classes most commonly gem 
erated. This has no effect on the rating. 


Campaign Advantages and Disadvantages 


hi lie Map Flyover 

B This option displays the may. _. 

scroll around this map to famuiar 
before starting the scenario 


These settings are ways to further adjust the difficulty of the campaign by handi¬ 
capping the human or A.I. side and are the same as those found in scenario play. 
Any setting changed here, however, affects the entire campaign game. These 
options are identical to those described in the “Scenario Advantages and 
Disadvantages Section” starting on page 29. 




5 - view New Prototypes 

a Unit cards are displayed for ary ?•- 
next scenario. 
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Normal, Enhanced (+) or Decreased I- J 
-raders added to the officer’s pool aftal 
d according to the setting of this optic:. 


Normal, Enhanced (+) or Decreased - 
n a Medal (Leader Special) will be mo: 
a ^mall effect on the rating. 


N ormal, Enhanced (+) or Decreased (- | 
a prototype unit (unit delivered prior: 1 
: based on this setting. It has a sm&l I 


N ormal, Enhanced (+) or Decreased (- 
:ve promotions for his Leaders will be 
a as a small effect on the rating. 


. * jrmal, Enhanced (+) or Decreased (- 
v e the death of a unit will be modified 
-- effect on the rating. 

and .Most Common Leader Type 



.asses ( Air Defense, Anti-Tank, Armor, 
--la These two buttons cycle through 
~.a:~ the classes most commonly gen- 

dvantages 

■ - difficulty of the campaign by handi- 
as those found in scenario play. 
:s die entire campaign game. These 
in the “Scenario Advantages and 





°nario Info Screen 

~i _5 screen appears at the beginning of every campaign and in between each 
Lnpaign scenario. It presents the scenario briefing and provides information 
_ ut the campaign being played. Initially the screen displays briefing text for the 
: lining scenario. 

at tie Map Flyover 

This option displays the map, without any units. You can zoom and/or 
scroll around this map to familiarize yourself with the field of battle 
before starting the scenario. 

: .eview New Prototypes 

Unit cards are displayed for any prototype equipment appearing in the 
next scenario. 
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THE BASK ' 


Review New Equipment 

Unit cards are displayed for any new equipment appearing in 
next scenario. 




4 mg A Multiplayer Game 


Review New Leaders 


■ «» people can play special Ran 
Kg ■ -r.vork (LAN), via TCP/IP or using r.e 




Mhuii: £ - from the Start screen, you art taitr 




B Leader cards are displayed for any new leaders appearing in a 
next scenario. 


■fe field and left-click on one of the : ... 
■i : Address and the Begin a Multiplayr :-~t •' 

€ ~ j 'zting a LAN Game 


Scenario Briefing 



This option restores the scenario briefing text. 


Review Decorated Leaders 

Unit cards are displayed for any leaders who have been awarded Lead-- 
Specials. These awards are displayed as medals appearing on the leadf 
card, holding the cursor over the medal displays the name of the specie. I 
right-clicking displays the help-text for the special. 

Play Campaign 

Click on this button to begin the campaign of your chosen Army Commander. 

Exit 

Click on the exit button to return to the Panzer General 3D Assault Start screen. 

Options 




:, ay on 
Wciayer 


Play a 
js Game 


- i "CP/IP 
Game 


•Animations On/Off— Enables or disables unit animation. 


• Music On/Off — Enables or disables the volume control slider for in 
game music. 

• Sound On/Off — Enables or disables the volume control slider for in 
game sound. 

• Hot Keys — Displays the list of hot keys. 

• Fog of War — Enables or disables Fog of War. This is the ability to examine 
enemy units and leader statistics and specials. 

• Use Fewer Polygons For Smoother Scrolling On/Off — Enables or disables 
a reduced level of unit detail when scrolling around the map to increase 
scrolling speed. 


Ten you have chosen this type of ^ 

pears in the center of the screen 
■ md) and the Join button (hands shakir.» 

_ rT-clicking on the Host button rna^r- - 
if Id for a game name on the right siir : 

- mie to identify it, so you cannot proc 
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f new 


equipment appea; 


m - new leaders appearii 


eang text. 


ers "ho have been awarded 1- 
' 33 medals appearing on the kh 
:a l displays the name of the spe 
-r the special. 


- ur chosen Army Commander. 


jENEau 3D Assault Start screen 


iHMM: 






1 oJtiplayer Game 


: - i-play special Panzer General 3D Assault scenarios over a local 

t via TCP/IP or using the Mplayer service. When you select 

: . >:art screen, you are taken to the Multiplayer screen where you see 
- -. upper left corner, and three buttons. Enter a name or handle in 
m - : '.eft-click on one of the buttons: Begin a LAN game, Begin a TCP/IP game 

ind the Begin a Multiplayer game with MPlayer. 

a LW Game 


Connect 

Cancel 


animation. 

- control slider for in 

- control slider for in 


- us is the ability to examine 

051 — Enables or disables 
™d the map to increase 


■ - you have chosen this type of game, a list of all the games to choose from 
: Ws in the center of the screen with two new buttons, the Host button (an open 
.: : and the Join button (hands shaking). 


- h-clicking on the Host button makes you the game originator and opens a text 
:- i for a game name on the right side of the screen. Every game must have a 
■ ine to identify it, so you cannot proceed until this field has a name 
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in it. There are also buttons for 2, 3, or 4 players, the default being a 2 
The number of players determines which multiplayer scenarios you ca i 
from on the next screen. Once the game has a name, a Checkmark bur:: *j] 
allowing you to proceed to scenario selection. See the “Selecting a 
Scenario section, starting on page 39 for more information. 


Creating a TCP/IP Game 



When you have chosen this type of game and entered your name or handle, two 
new buttons become active, the Host a game button (an open hand) and the Join a g, 
button (hands shaking). 


Finding Your IP Address 

In order to play this type of game, the IP address of the host machine must be avail¬ 
able to the player or players joining the game. If you do not know the IP address of 
your computer, you can find it by going to the Start menu, selecting Settings and then 
selecting Control Panel. In the Control Panel, open the Network folder and find the TCP/IP 
-> Dial Up Adapter line, or the line for the device that gives you access to the Internet 
Once it is selected, left-click on the Properties button. Your IP address is a string of 
four numbers separated by periods. 


Encm 


lop a 

' 942. 







as.: 5nd your IP address using a 
n , yjr Windows system folder. From d* 
browse range to the hare dr 
: 17G in the top field and left-dick : n - 
■ph- double-click on it. Dej 

u might need to look at severs. 

- me appropriate field. 


lit" - 


i* a TCP/IP Game 

iing on the Host a game button displays a fi 
-- of Players. Entering a name 
:r./selection, since the number or ?a?a 
. -mermines which multiplayer - 
the “Selecting a Multiplayer S 
riormation. 


ding a TCP/IP Game 

icking on the Join a game button dis ■ 

: he IP address of the game host - 
: m which takes you to the Scenano screen _ 


Haying on Mplayer 

lurking on the Mplayer button starts the 
• Mplayer and takes you to the lobby - . 

r J , _vinmntc r -T ‘ 



































- - .g\ ers, the default being a _ ;. 
which multiplayer scenarios j 
-t- nas a name, a Checkmark be- - 
'Con. See the “Selecting a Mi 
> for more information. 




- arm entered your name or handle, m 
■ 0utton (an 0 Pen hand) and the Join a sr- 


:lress of the host machine must be avail- 
II you do not know the IP address of 
raenu - selecting Settings and then 
-~ rr ; :ne Network folder and find the TCP/F 
lce . :r at ^ ves y° u access to the Internet 
~ button - y our IP address is a string of 


.. fnd your IP address using a Windows utility called WINIPCFG.EXE 
:s Windows system folder. From the Start menu, select Find, then Files 
? - • me browse range to the hard drive that Windows is installed on and 
: 1?G in the top field and left-click on Find Now. Once find has located this 
:: : 1-. double-click on it. Depending on the number of devices you have 
V ;.-j might need to look at several options before the IP number is dis- 
; me appropriate field. 

12 a TCP/IP Game 

:mng on the Host a game button displays a field for the Game Name and buttons 
nr -. _-oer of Players. Entering a name enables the Checkmark button to proceed 
• - irio selection, since the number or players defaults to two. The number of 
« - rs determines which multiplayer scenarios you can choose from on the next 
,r- - See the “Selecting a Multiplayer Scenario” section, starting on page 39 for 

■ -- mformation. 

iriin g a TCP/IP Game 

- --.-licking on the Join a game button displays a field for the Host IP Address where you 

■ -: the IP address of the game host’s computer and left-click on the Checkmark 
.-on which takes you to the Scenario screen in preparation for starting the game. 

5 laying on Mplayer 

_ rking on the Mplayer button starts the Mplaynow application which connects you 
Mplayer and takes you to the lobby where you can choose opponents and start 
i game. Follow the onscreen prompts to play on Mplayer. 




































Selecting a Multiplayer Scenario 


Tlr Headquarters Screen 





Side Selection 


Delay Per Action Setting 



Motor Pool Tent 


*a are 


By 

Over 

Same 

Ictons 


Auto- 

Builder 


I ampaign 
Review 


Slots 


- •3‘>3bl6 


On this screen, your name appears in the top position as the game originator, an: I 
your opponent or opponents appear in the lines below you. The first step is to seler 'l 
a scenario to play from the list on the lower-left corner, this determines the num-1 
her of players on each side, Axis and Allied. Selecting a scenario also displays the I 
scenario briefing text to the right of the list, above the chat window and makes the I 
row of buttons next to each player name active. These are identical to the buttons I 
described in the “Scenario Advantages and Disadvantages” section, starting on I 
page 29, with two exceptions.The Questionmark button is used to make your I 
choice of side, either Axis or Allied. The Infinity button sets the length of the turn, 
in terms of seconds per action for that army. Left-clicking on this button increments I 
the duration per action by 5 second intervals, up to 30 seconds per action. For I 
example, if your leaders have a total of 18 actions, and you choose the 10 second I 
setting, your turns are 180 seconds (or 3 minutes) long. Once you have set a turn 
length and chosen a side, the Checkmark button appears to allow you to proceed ' 
to the Headquarters screen to build your army as in any other scenario. See the I 
“Headquarters Screen” section, starting on page 40 for more information. 
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z i: object. You can also right-click :or a 

— it option. 

scroll Arrows 

Xt to the Motor Pool Tent and 
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■ trough the choices. 
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Promote 
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Leader 
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Order Button 

'Exit 


■ "'- in as the game originator. 

-you. The first step is to se 

- - raer. this determines the r j 
-ig a scenario also displav; tt 
'-ie chat window and makes i 
-t-se are identical to the butt: 
-vantages” section, starting 
^ button is used to make yojr 
-■•on sets the length of the tun. 

- .kmg on this button incremeri- 
•° 30 seconds per action. For 
and you choose the 10 seconc 
-)ng. Once you have set a tun: 
ppears to allow you to proceec 
m an y ot her scenario. See the 
tor more information. 
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■ -screen you see when you enter a scenario is the Headquarters screen, 

• -embles a bivouac in a forward area. The two larger tents at the top and 
: the left side of the screen are the Motor Pool Tent and the Command Tent, 
right side of the screen is the Leader’s Tent and a row of new leaders wait- 
: - assigned to units. 

“ Headquarters Screen is the second most used screen in the game. This is 
k- . you create your army, move leaders from unit to unit, give leaders promo- 
1 - or dismiss them, disband units, review units and leaders, and review the 

i -ing battle. Moving the mouse over the Leader’s Tent, the Motor Pool Tent, or 
; :mmand Tent removes the roof to display the choices available in each area. 
- ; move your mouse pointer over each object in the tent to get help text for 
- object. You can also right-click for a help box with detailed information about 

option. 

' roll Arrows 

-xt to the Motor Pool Tent and Leader’s Tents are a signpost with left- and nght- 
,-ow signs. Whenever there are more than five leaders in a row, or five types ol 
-equipment available from a class, the arrow signs allow you to scroll back and forth 
trough the choices. 



































Leader's Tent 


In the upper-right corner of the screen is a small tent with up to five leaders _ 
ing in a row. The interior of the tent contains two choices Promote Leader and D 
Leader. Right-clicking on any of the leaders displays the leader card in the P 
Ground area of the screen. Use this to examine leaders for their equipmen 
cialty and number of actions. 


Medal Case — Promoting Leader 

Promotion increases the number of actions a leader can perform each turn, e 
moving, shooting, or using orders. Promotion also can increase the number of s 
that a unit takes up in your army. During and inbetween Campaign scenarios if 
have the opportunity to promote one or more leaders as a result of exceptional pet 
formance, left-clicking on the Medal Case icon in the Leader Tent turns the cur 
into the promotion cursor and the number of promotions available pop up as re: 
flags on the Parade Ground. Left-clicking on one of your leaders, either from th- 
Roster bar or in front of the Leader Tent, moves him to the Parade Ground. The fk: 
turns gray if that leader can’t be promoted because he has already been tha: 
scenario, or doing so would exceed the number of slots available in your arm\ 
See the “Promotions and Slots” section, starting on page 55 for more information. 
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— Game Options 
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_ ::.? and quits the current amt 
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Rifle and Pack — Dismiss Leader 


When you use Dismiss Leader that leader is removed from your leader pool and any 
specials or promotions are lost. 
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■ ole Map — Scenario Oveniew 

able map gives you a detailed 
, m ay also do a map fly over. 


v all Banner - Campaign Statistics 

is shows the current campaign informal* 






















r. the lower left corner is where you save the game, quit the 
ml ixmy roster, use the auto-builder utility to create your army, 
: r-5ng, and display game options. 



hi r~me. 


game and returns you to the Panzer General 3D Assault Start 


rame and quits the current game in progress without saving. 


imaU tent with up to five leaders* 

7° Ch ° lces Promote Le ader and --3 
the leader ca rd in the -3 
“uie leaders for their equipment! 


ptions 

m On/Off — Enables or disables unit animation. 
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- liff — Enables or disables the volume control slider for in 

music. 

n. off — Enables or disables the volume control slider for in 
sound. 

Lfct j. -; — Displays the list of hot keys. 

- - A ar — Enables or disables Fog of War the ability to examine enemy units 

£ z -ader statistics and specials. 

- ewer Polygons For Smoother Scrolling On/Off — Enables or disables 
i. • : ;ced level of unit detail when scrolling around the map to increase 
|§ - _mg speed. 


ole Map — Scenario Overview 

- :able map gives you a detailed description of the scenario and your objectives. 


,ed from y° ur leader pool and 


an\ 


“5 . may also do a map fly over. 


«% all Banner — Campaign Statistics 

~ ■ .5 shows the current campaign information for the Army Commander. 



























Weapons Rack — Auto Builder Utility 

This is the auto-builder utility, which causes the AI to build the best ur 
you from the leaders and equipment at hand. 


Ullft "" 


Bugle — Disband Army 

This breaks down all units and removes them from the roster allows * 
reconfigure your army as you see fit. 


Motor Pool 


The Motor Pool Tent is where the types of available equipment are i - 
Moving the cursor over the tent displays the eight classes of equipment: Tan 
Tank, Infantry, Fighter, Artillery, Air Defense, Recon, and Bomber. Left-cli ra: 
on of the class icons displays icons for the types available in front of the ten: 
clicking on any of these icons displays the unit card for that unit type in tr- 
Ground portion of the screen. 


Parade Grounds 


The Parade Grounds is the muddy area to the lower-right where the unr . 
and/or leader cards are displayed when you right-click on a unit on the Rost-- , 
at the bottom of the screen, or right-click on a leader in front of the Leader - 
or a type of equipment in front of the Motor Pool. 


Equipment Card Details 

See the Reference Card for examples of the following. 

Equipment Attributes 

The equipment card shows a photo of the equipment and two icons just to the n* 
of the photo — all three have rows of green dots beneath them. The dots below u-] 
equipment photo represent the Strength attribute of the equipment. As a unit tan J 
damage, these dots change color. On a damaged unit, yellow dots indicate su:- 
pressed strength points, red dots are destroyed points. 


The row beneath the top-right icon represents the Fire attribute, the maximum 
number of times that equipment can shoot. The row beneath the vehicle icon 
represents the Move attribute, which is the maximum number of times the 
equipment can move. These factors are limited by the capability of the leader 
attached to that particular type of equipment. No unit can move or shoot more 
times than the leader has actions. These dots turn yellow when unavailable, and 
red when destroyed. 
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_eader Card Details 
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mt Statistics 

statistics are arrayed across the center of the card. The higher the num- 
:-ter the rating. The shaded graph above each rating gives a quick 
- : the relative strength of each rating. The ratings are: 

rack — This is the regular combat value. 

a k — This is the combat value used against entrenched, units that are 

... or in rough terrain. 

r- — The unit’s defensive value. 

-ack — The combat value used against aerial units. 

: -tense — Defense against attack from aerial units. 

--Qg — The distance at which unseen enemy units are revealed, 
i Range — the number of hexes distant this unit can attack. 

- - --motion Supply — The number of times a unit can fire before it runs out 
if unmo. 

- , ve — The base movement for this unit. 

* icil Abilities 

.. : -g the bottom are icons that display the equipment specials for this unit. For a 
of these see the “Equipment Specials” section, starting on page 52 . 

Leader Card Details 

~-e top third of the leader card displays a portrait of the leader next to an icon that 
--OWS the type of equipment that this leader was trained for. A leader can be 
assigned to command any kind of equipment, but a leader assigned against type 
•ses the opportunity to be awarded a Leader Special ability and gains no benefit 
from any Leader Specials he may already have. If the Restricted by Class game option 
is active then a commander assigned against type loses all orders but the regular 
five: rally, resupply, refit, entrench, and dismount. 





























The row of colored symbols indicate the number of actions that . 
perform in a given turn and are equal to their level of promotion. - - 
movement, combat, or regular orders such as rally, resupply re± 
or dismount from transport. Actions are also used to activate • 
which are specific to each equipment class and give the unit benefit - • 
lar kind of action. 




« 


The middle third of the card contains biographical data for that leader 


The bottom third of the card shows that leader’s record of enemy un::> : -J 
divided by equipment class. 


Roster Bar 



At the very bottom of the screen is the Roster bar. On the left end is a ym 
indicating the number of slots available in your army. On the right en: i-li 
Return button (a gold “X” on a red button). Just to left of that is the Chang- Sr '«fl 
button with scroll arrows to the left of that. The Change Sort Order button char.,-- J 
order in which units are displayed, indicated by the small icon above the : jza 
The choices are: 


• Tank Icon - Sorts by equipment class: Infantry, Tank, Recon, Anti-Tank Armra* 
Air Defense, Fighter, Bomber 

> Flag Icon — Promotion level of the unit’s leader 

’ Heart Icon — Unit health 






\i r--i 


lit. !>ee 


■ laitlefield 






• Double Diamond Icon — Number of actions remaining 
Each unit is displayed on its own tab with the following icons: 

Class Type 

Each unit’s equipment can be one of several types, for example, an Axis fighter uni 
will have different icons on the Roster bar for an Me 109 and a FW 190. 

Leader 

Every leader has a class specialty, and the different leader icons reflect this. An 
infantry leader looks different from a tank leader. 


■fit screen is where the action happen 

feature of this screen - 

through 360° to view the comba 
• -.muse button while motir.t the — 
■ - a >om the view in by hold.r.i. .. 

:he top, and out using th 

>- ~ of the screen. The weather - 


Level of Promotion 

Next to the leader icon are gold buttons indicating the leader’s promotion level, 
which also corresponds to the number of actions possible for that leader. Most lead¬ 
ers start out with two to three levels, meaning they can perform two or three 
actions. The level of promotion a leader has achieved also affects the number of 
slots the unit requires. 
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®* su ®b as r ally, resupply, r-r 
' a ^ so use d to activate v-- 
r-ass and give the unit benefits hr J 




biographical data for that leader 
at leader’s record of enemy 


tab may display from one to three tiers, indicating the num- 
' - takes up. This is related to of the level of promotion of the 
‘he unit. See the “Promotions and Slots” section, starting on 
' Bui ~ - ^formation. 

r a tlefield 
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Enemy Unit 
' Card 


Veteran 
' Orders 


_ Regular 
" Orders 


- - -Teen is where the action happens, all the maneuver and combat occur here, 
fc - iin feature of this screen is the angled view of the battlefield, which can be 
d through 360° to view the combat from every angle. Simply hold down the 
- mouse button while moving the cursor to the left or right screen edge. You can 
L. Z oom the view in by holding down the right mouse button and moving the cur- 
* - :o the top, and out using the right mouse button and moving the cursor to the 
fc--m of the screen. The weather is indicated by an icon in the top right corner. 
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Moving Units 

Movement on the map is as simple as selecting a unit and left-clicking on a ; - , 
want it to end in. You can select a unit by clicking directly on the unit icon m | 
map or on the Roster bar section of the control panel. An active unit appea 
the map with a yellow highlighted background. If the unit has movement rm 
ing, then there are also green hexes highlighted to show where it can move. H 
containing enemy units that can be attacked appear with a red highlight. 

There are also movement cursors that appear to indicate modes of movement — 
ferent from the units main type. For example, selecting a paratrooper jJ 
highlights a small number of green hexes for the unit to move to because i 
infantry, paratroopers are mostly foot troops. Moving the cursor beyond the are: i 
green hexes causes it to change to an arrow with a small parachute icon attach 
when the cursor is over a hex which can be paradropped into, and a slashed circ 
when the cursor is over a hex that cannot be entered this way. 


—usable. These can be repaired 




Display 

Mi side of the small info car - 
' -—ran orders that units 
- rular orders that every unit - 
- - ;ial abilities based on thi 
See the “Veteran Orders - 
—i how they are used. 


Attacking 


Any visible enemy units within attack range of the active unit have a red highlight! 
m their hex, indicating they are eligible targets. Moving the cursor over an eligible 
target causes it to change to a target reticle with number to each side. This is the 
combat cursor, and the numbers are an estimate of the amount of damage the: 
each unit can inflict on the other, friendly damage on the left, enemy damage or 
the right. Bear in mind that this is just an estimate based on equipment types, anc 
that the real results can be much different. Left-click on the unit to be attacked and 
the combat proceeds simultaneously. 


■* Roster 

ttom center of the 3D battler 
the army. Scroll buttons to the right < 
- -rer Units can be sorted using the . a 
' - units by equipment class, the leace: - 
and the number of orders remaining 
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:-i with a gray background either have nc 
-i with a red background have 
•- with a green background are - 
- ts with a black background have use<i a_ 

























- screen, is the Command panel where you control all the game 
- - - :ur directly on the map. In the center are two small info cards, 

• - ::splays a photo of the active unit, the right-hand panel displays 

- the leader assigned to the active unit, the terrain under the cur- 

- - unit you have selected to get information about. 

I splays 

b r - small info cards are two rows of lights which indicate the condi- 
. - n d Move attributes. On an undamaged unit at the beginning of a 
. - - :m each row indicate the maximum number of times that unit can 
w> ' Yellow lights indicate that the equipment may be capable of more 
-- ^hots, but that the leader does not have enough actions available to 
a unit moves or shoots, the green lights are replaced by yellow as 
_s^d. If combat occurs, lights may turn red as attributes are damaged 
; unusable. These can be repaired using the Refit order. 


‘lecting a unit and left-clicking on a - 

bv clicking directly on the unit 

- control panel. An active unit apt* 

' :un d If the unit has movement*:- 
—gr.red to show where it can move. 

a PP ear with a red highlight. 

ppear to indicate modes of movement 
example, selecting a paratrooper . 

Xes !or tile unit to move to because 

- ?s Moving the cursor beyond the an 
' with a small parachute icon atta 

It ?aradr °PPed into, and a slashed 
* ^ entered this way. 


- “ tle active unit have a red highligh 
rgets Moving the cursor over an eligible 
- w-.h number to each side. This is the 
estimate of the amount of damage the 
carnage on the left, enemy damage or 
ornate based on equipment types, and 
Left-click on the unit to be attacked and 


Display 

side of the small info cards are two rows of buttons. The top row rep- 
- veteran orders that units receive as they gain experience, the bottom 
-. - jar orders that every unit is capable of at one time or another. Veteran 
u-'special abilities based on the type of equipment and promotion level of 
See the “Veteran Orders” section, starting on page 73 for a list of the 
nd how they are used. 

Hat Roster 

- - ttom center of the 3D battlefield is a mini-Roster bar, which displays the 
: - -die army. Scroll buttons to the right of the units permit scrolling through 

- Units can be sorted using the Change Sort Order button on the right to dis- 
“ s units by equipment class, the leader’s promotion level, the unit’s remaining 

and the number of orders remaining. 

' r-iected unit is displayed with a yellow background. 

with a gray background either have not moved or have actions remaining. 

-j with a red background have taken some damage. 

- j with a green background are undeployed. 

with a black background have used all their actions for this turn. 
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Other Controls 


Six other buttons, three in the lower-left corner and three in the lower-risaj 
vide access to other options on this screen. 


Cancel Last Action 

Any movement action can be canceled as long as the unit 
the action did not reveal a previously hidden enemy unit, or enn~?2 
combat. If this option is available, this button is lit, otherm 
it is dark. NOTE: You cannot cancel any action for a unit once you va 
selected another. 


Litton causes ? 
atfii- m that you want to end yo« 
you wish. ie:d- 



Options 

This opens the Game Options panel. See the “Filing Cabinet — Game Optic 
section on page 42 for a complete list of these options. 




Strategy Map 

This takes you to the strategic map where you can review the entire ba- 
tlefield from a bird’s eye perspective to locate objectives and plan y< 
strategy. The diamonds with a gold outline are the locations of primary v 
tory objectives, while those with a silver outline represent the seconds 
objectives. Triangles represent airfields, circles show any towns that are worth vi; 
tory points, any visible Allied units are displayed as stars while Axis units are 
displayed as crosses. The color of these symbols indicates which side currently con¬ 
trols them, with orange for those locations under Allied control, and blue for those 
under Axis control. Left-clicking on the map returns you the 3D Battlefield at the 
location you clicked. 
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■ canceled as long as the unit « 
nously hidden enemy unit, or er re¬ 
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~-. s button causes Panzer General 3D Assault to ask you to 
: nfirm that you want to end your turn. If you have moved and fought all 
- - r units you wish, left-click on the Checkmark button to end your turn. 


Victory Points 


Display Decorated 
Leaders 


Display Campaign 
Information 


Display Kills 
By Leader 


Display Total 
Kills (Default) 
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Army 
iarmander / 
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jp-jnyv Mode 

rr.es the 3D Battlefield into deployment mode, where you can 
t an. _mts created on the Headquarters screen. The locations where you 
i c .- to deploy units are highlighted with brighter spots and the cursor 
E -.-.de the “Deployment OK” symbol (two curved downward pointing 
:s available for deployment appear in the Roster bar, the unit 
:-: .oyment has a yellow background. Click on any of the highlighted 
i : -: v the unit you just built. If you decide you would like to place the unit 

I,.vou can click on the unit again, putting the unit back in the Roster 

a. - select another deployment spot by clicking on another highlighted 


- - die “Filing Cabinet— 

- ust of these options. 


Game Opr.; :. : f 


• rr Headquarters screen. See “The Headquarters Screen” section, 
page 40 for more information. 
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GAME CONCEPTS 


Actions 


The action system is the heart of Panzer General 3D Assault, permitmm: ,i 
a leader utilize the abilities of the equipment you have assigned him : 
ation demands. Each leader has a number of actions equal to the level 
have promoted him. Each action can be used to use a Fire or Move anr_: 
vate one of five regular or veteran Orders which are class dependent £j 
starts with at least two actions, and can have as many as ten as you pr:: 
to higher levels. See the “Orders” section, starting on page 72 and the ' 
and Slots” section, starting on page 55 for more information. 


Army Management 


Equipment 


Each piece of equipment has attributes that describe its abilities. The eq 
attributes are Strength, Fire, and Move. For example, the Panzer III mm : i 
two Fire attributes, three Move attributes and a Strength of twelve 
fire attribute is the number of times a leader can order the equipment to fir* 
has the actions available within a given game turn. The move attribute is th- 
ber of times a leader can order the equipment to move if he has the s c 
available within a given game turn. As a unit takes hits it is possible thi 
unit will lose attributes. 


The equipment card shows a photo of the equipment and two icons just to the : 
of the photo — all three have rows of green dots beneath them. The dots helm 
equipment photo represent the Strength attribute of the equipment. As a unit u. 
damage, these dots change color. On a damaged unit, yellow dots indicate ?. 
pressed strength points, red dots are destroyed points. 

The row beneath the top-right icon represents the Fire attribute, the maxim jJ 
number of times that equipment can shoot. The row beneath the vehicle ia 
represents the Move attribute, which is the maximum number of times the eqim- I 
ment can move. These factors are limited by the capability of the leader attached 
to that particular type of equipment. No unit can move or shoot more times thaa 
the leader has actions. These dots turn yellow when suppressed or unavailabl¬ 
and red when destroyed. 


5®=*i 5 
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io. infantry levies are :v 
mmed equipment is always 

i when it takes cumulam. e : 
:ement" section, starmm: - - 


i Statistics 

mmsm-rs are arrayed across me 
the rating. The shac-: ~ 
me relative strength of each ra; 


zi:si — This is the regular comba: 
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a have as many as ten as you - 
starting on page 72 and the *-~ 
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s that describe its abilities. The e-ju 
; e For sample, the Panzer III nnP 
routes and a Strength of twe. - 
-Mer can order the equipment to fire 
game turn. The move attribute is the 
-ruipment to move if he has the au 
ts - umt takes hits it is possible that 

quipment and two icons just to th- - 

dots beneath them. The dots below 
attribute of the equipment. As a unit u 
damaged unit, yellow dots indicate s 
proved points. 

- rsents the Fire attribute, the maxim 
noot. The row beneath the vehicle :: - 
mum number of times the ecr 
d b - the capability of the leader attached 
~".V can move or shoot more times thai 
• .. « hen suppressed or unavailabi 



i . —: .:ie of equipment depends on its availability which varies based 
jj performance as a commander. Less available units have lower 
r - • :: 8, while extremely common equipment is abundant and can 

_■ .-.--ngth. The most common equipment of any given class in a sce- 

smength. The second most common is 12 strength. As the war 

■ t ruipment will become more numerous and able to form larger 

• : .-.so, infantry levies are overstrength, while elite units are not. 

n i -pmred equipment is always strength 8. 

■ -d when it takes cumulative hits equal to its Strength attribute. See 
ir.igement” section, starting on page 51 for more information. 

■c Statistics 

- r_shcs are arrayed across the center of the card. The higher the num- 
the rating. The shaded graph above each rating gives a quick 
T.e relative strength of each rating. The ratings are: 

< — This is the regular combat value. 

: — This is the combat value used against entrenched or 

: units. 

- — The unit’s defensive value, 
hr n- A — The combat value used against aerial units. 
eAnse — Defense against attack from aerial units. 

a _ The distance at which unseen enemy units are revealed. 

£ Range — the number of hexes distant this unit can attack. 

mition Supply — The number of times a unit can fire before it runs 
f ammo. 

_: nent comes in the form of additions to the motor pool. Additions are pri- 
. - . based on the scenario date but modifications are made based on your 
i- - rmance. The newer high performance vehicles are less available and vehicles 
K ire out-dated will tend to be in abundant supply. 

: iipment Specials 

- ipport Fire 

.5 uni t can provide defensive fire. It will fire at an enemy (within range) that 
racks a friendly unit. Normally a unit can fire support fire one time in a turn. 
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Marauder! Tactic: 
bombers and figh 
brought German 
daylight transpor 
operations to a 
standstill. 


Long Term Suppression 

This unit causes long term suppression when it hits an enemy unit. Some _ 
become kills and other become suppressions which reduce the fighting abilir 
the affected unit for the rest of the turn. Suppression is removed at the end of i 
turn (or by a rally order). 


Overrun 

Whenever the combat estimate shows that this unit is going to destroy the enerr- 
unit without taking losses, the attack becomes an overrun, destroys the target 
is free, no action expenditure is required. 


Entrenchment 

This unit can automatically dig in much better than other units. You can issue the 
entrenchment order 3 times in successive turns if you don’t move the unit. Eac : 
order improves the entrenchment level. Alternatively you can reserve actions an: 
the unit will automatically entrench at the end of the turn. 


' "insport 

an be transported from airpa 
normal ground movement r&r 
abase the cursor will change 
- move (note that the air ur„t : a 


- - ant across rivers is much easieri 


_ -rrain 

Lament across rough terrain is mucr 


a Move 

cement allows the unit: 
-r does not lose an action). 


at Engineer 

■ entrenchments are ignored wne 


aer Affected 

ner inhibits the ability of this nr 
i units on the ground in rain ar: 


i se Support 

|: - unit is adjacent to an enemy uni: 
■ :y friendly troops that are alsc ad. 


ar: I 


aders 


L . :ers represent officers and non-:: 
~ - have been trained to commar: 2 
fir :f veteran orders as they are pr r 


Omnng a scenario or campaign game 
,-ider Special whenever their assiun- 


Air Drop 

This unit has the ability to paradrop to any hex within a range of 18. The unit must 
START on an airfield and do nothing else. The normal land movement range is 
shown. If you place the cursor over any area requiring air movement, the cursor 
will change to an airdrop symbol if an airdrop can be made in that spot. When you 
are satisfied with the destination, left click and the unit will fly to the spot (note that 
the unit can be intercepted in flight). 


js triggered events such as captur.. 

: - rials can ever be awarded to an;. ; 
carting with a Leader Special re: re- 
-: iers prior to WWII. 
























Maraudi - 
bombers sat i 
brougr - 

daylight 
operatiors 
standstill 


- •i.r.sported from airport to airport. The unit must start on an air- 
La - ground movement range is shown. If you move the cursor over a 

mi- . - - cursor will change to the airtransport cursor. Left click to com- 

■» m - :::e that the air unit can be intercepted). 


... 


rivers is much easier for this unit. 


n ‘ ,v ^ en ^ hits an enemy unit. S r. - 
ssiuns which reduce the fighting 
• suppression is removed at the end ft 


na: mis unit is going to destroy the . 
>mes an overrun, destroys the tare- 


- than other units. You can issue 
'• e rums if you don’t move the unit. E 

-natively you can reserve actions 

- end of the turn. 

he _ x "hthin a range of 18. The unit mm 
Jr - - ne nor mal land movement range 
;rea requiring air movement, the cursor 
mmp can be made in that spot. When y:. 
--i the unit will fly to the spot (note the- 


pi. ss rough terrain is much easier for this unit. 

B;BB p . - _ nt allows the unit to take the first move action for no action cost (the 
■M — r. lose an action). 

Ensineer 

r-nchments are ignored when this unit attacks. 

Affected 

pfe - - nihits the abihty of this unit to attack. Bombers and fighters cannot 
b : •- on the ground in rain and storm. 

Nipport 

m_: ;5 adjacent to an enemy unit it will improve any attacks against the same 
friendly troops that are also adjacent to the enemy unit. 

iers 

- -5 represent officers and non-coms in command of the units in your army. 
:1V e been trained to command a particular type of equipment, and gain the 
f veteran orders as they are promoted 

i rr a scenario or campaign game, leaders have a chance of being awarded a 
Special whenever their assigned unit takes or deals damage, and a greater 
L" -whenever it eliminates an enemy unit. A Leader Special can also be granted 
—ggered events such as capturing a particular objective. Only two Leader 
trials can ever be awarded to any given leader. German leaders have a chance 
I carting with a Leader Special representing the higher caliber of German officers 
. iers prior to WWII. 
































Unassigned Leaders 

Unassigned leaders are the only way to create new units during or n :<a] 
narios. Your unassigned leaders are the row of leaders waiting in fr:: ~ ; ■ 

Tent. New leaders are provided prior to each Army Management Phi.- ;i 
scenarios. If any leaders remain in the pool from the previous scenar. n 
of new leaders available is reduced by their count. New leaders are c j 
created attributes that include a background, equipment preference ~j 
specific equipment type), and experience level. During a battle the - ira 
leader pool represent the sum total of reinforcements a player can ad: -. ! 
If a unit is destroyed a player can use the headquarters screen to place : -. 
the leader pool with a piece of equipment from the motor pool to create i 
and add it to the active roster. 


■iiwr 


Promotions and Slots 


An army is made up by the units available in the active roster. Each unr 
a number of slots based on the promotion level of the leader attached :: 
which is also the number of actions the leader has. Slots and promt: 
awarded based on your performance in the scenario. Two extra slots are ; 
for a major victory, and become available in the next scenario only. The 
promotion level is: 


Promotion Level 

1-4 

5-7 

8-10 


Slots Occupied 

1 

2 

3 



Leaders gain actions by being promoted during campaign games on M 
Headquarters screen. Each promotion level equals an action that can be perfcr:: J 
by the unit the leader is attached to and is indicated by the number of “stars' : J 
to the leader’s picture on the Roster Bar. Each leader can only be promoted c am 
per scenario. Promotions are awarded to you based on your performance s 
the better you perform in a scenario the more promotions are available. 
minimum promotion level a leader will start any scenario with is r* 
Note: Events such as capturing objectives or towns can increase the number 
promotions available. 






r 


Lit -- ^ be promoted during your turn an: 
K : , ^ers screen. Left-clicking on the Mr 
■*L-, :o pop up on the Parade Ground er_ 
C -at time. Left-clicking on a lea:-:::: 
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-j-e Army Management phase of a ca~z 
i_able in the current scenario than 
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Promotion 

Cursor 


Leader 

Pool 


Leader to be 
Promoted 


8-10 

3 


: D^Jring campaign games or J 
Inals an action that can be per:rad 
ucated by the number of “stars’ : J 
h leader can only be promoted 3 
ou based on your performance ,1 
-:re promotions are available. ~J 
stan any scenario with is rwj 
towns can increase the number 


Kkie - -n be promoted during your turn and in between campaign games on the 
|C|| .urers screen. Left-clicking on the Medal Case in the Leaders Tent causes 
Eli : r to pop up on the Parade Ground equal to the number of promotions avail- 

I. . . - - at time. Left-chcking on a leader icon, either from the Roster bar or from 

E - ■ • ;,f the Leader Tent, moves the leader to the Parade Ground above to one of 
Ka> rs until you confirm the promotion by left-clicking on the Medal Case again 
E - fag. The flag turns gray if that leader has already been promoted or pro- 
I.. 1 : 1 would cause his unit to exceed the number of slots in your army. 

|h, . -ader in the roster is promoted, his unit occupies more slots in the active 
I—-,-- You have the option to place a high level leader in the officer pool and 
: :e his unit with a number of new units with lower level leaders. For example 
11 _r_: with a 10-action leader can be replaced with three units with 3-action lead- 
E >r one unit with 5-7 actions and 1 unit with 2 actions. The number of slots in 
1 ■ ictive roster is controlled by the game and can be increased or decreased prior 

I » me Army Management phase of a campaign. If the active roster has less slots 
. _able in the current scenario than the last, then the most common units and 
f - 1 st experienced leaders are returned to the Officer’s tent and the equipment goes 
I i :k to the Motor Pool Tent. 
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Tigers or 
Parade. ; 
newly eq m 
with King 


Tigers pa. 
in review 


before lea n 


for battle. 
Germany, 
1945. 


-- Class Specials 

-: ^cials grant two powers: a class ? 
supports, and a semi-random p 
kind of equipment, but a lea;s: : 

me opportunity to be awarde; a —■ 
- ;) benefit from any Leader Sr e 
ie ability to use veteran ore- • 

Bed on. 


■BEtinan 

ft: -:ecial applies to the infantry das? 
ftfe . -1 enemies are hand to hand - - t 


Death of a Leader 


■raver 

special applies to the armor clas 
reased movement range. 


v 


When the equipment a leader is attached to has its Strength attribute reduce: 
zero the unit is destroyed and the leader has a chance of being killed. The unr 
removed from the active roster and the appropriate number of slots in the ar. I 
roster is opened. 


When an equipment is destroyed the leader is killed unless it makes a survival nd 
The survival roll can be modified by a Leader Special. 


Leader Survival Roll 
0-4 Dead 
5-6 Survived 


■*>? Recon 

?pecial applies to the Recon cla-- 
increased Spotting Range. 


ft^rdoning 

I- ... special applies to the anti-tank class 
rally entrenches to the maximum .?'■ 


! cert Support 

•. - special applies to the artillery das 
lly fire an additional sum 


Leader Specials 


rpshooter 

e special applies to the air defense : 
:er has an increased attack range 


Each leader has a chance of getting Leader Specials. A leader may get a Leade 
Special whenever his unit takes or deals damage, and (with a greater chance 
whenever it eliminates an enemy unit. Panzer General 3D Assault keeps track 
each leader’s kills by class. It is also possible to receive a Leader Special from a 1 
ger event. Leaders may only have two Leader Specials. German Leaders have : 
chance of starting with a Leader Special. This represents the higher caliber of the;* 
leaders at the beginning of WWII. 


- iwkeyes 

i --_i special applies to the fighter class - 
sighting range and avoids the atm. 


itru 


•_ Weather 

"ms special applies to the bomber das 
jmores overcast weather and can : 


There are no specific icons for these specials, they are represented by medals on the 
leader card. Moving the mouse cursor over the icon displays help-text with the name 
of the special, right-clicking displays a box with information about each special. 


jgressive Attack 

"-is leader’s strength is on the ara - 
:.en it attacks. 
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Tigers on 
Parade: a uv | 
newly eqi 
with King 
Tigers passa 
in review 
before lea 
for battle. 
Germany, 

1945. 


r.-5 its Strength attribute reduce: n 
is a chance of being killed. The unn 1 3 
ropriate number of slots in the ar:> 

i idled unless it makes a survival r>L 
Special. 




r Class Specials 

i - Specials grant two powers: a class power (based on the equipment class that 
e: supports, and a semi-random power. A leader can be assigned to com- 
o L-.y kind of equipment, but a leader assigned against type: 

.- the opportunity to be awarded a Leader Special ability. 

no benefit from any Leader Specials he may already have. 

- me ability to use veteran orders if playing with the Restricted Leader option 
on. 

I In»:ian 

■ -: ecial applies to the infantry class. Any battles this leader’s unit has with 

~nt enemies are hand to hand (close assaults). 

Ik uver 

j: - s special applies to the armor class. Any armor unit this leader commands has 
f ■ Teased movement range. 

< re Recon 

-pedal applies to the Recon class. Any Recon unit with this leader will has a 
r \y increased Spotting Range. 

'itioning 

I ' - special applies to the anti-tank class. Any anti-tank unit with this leader auto- 
I e: rally entrenches to the maximum level in one order. 

| pert Support 

I ~:.s special applies to the artillery class. Any artillery unit with this leader auto- 
I ■ : really fire an additional support fire. 

: arpshooter 

I --_s special applies to the air defense class. Any air defense unit attached to this 
I i :.er has an increased attack range. 


specials. A leader may get a Leadf 
image, and (with a greater chance 
: : General 3D Assault keeps track : 

: r-ceive a Leader Special from a trig- 
Specials. German Leaders have s 
represents the higher caliber of then 


-"-A- are represented by medals on the 
:cor. displays help-text with the name 
'.r. mrormation about each special. 


awkeyes 

'ns special applies to the fighter class. Any fighter attached to this leader improves 
- sighting range and avoids the ability of enemies to fire first (reserve fire). 

U1 Weather 

'iis special applies to the bomber class. Any bomber unit attached to this leader 
ignores overcast weather and can still make half strength attacks in storms. 

aggressive Attack 

~.iis leader’s strength is on the attack, his unit inflicts more damage and takes less 
hen it attacks. 
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Determined Defense 

This leaders strength is defense, his unit takes less damage and inflicts more 
or defense. 


Sixth Sense 

This leader knows his enemy, he cannot be ambushed and ignores reserve firt 

First Strike 

Using superior tactics, this leader’s unit always fires first (unless the enemy h 
same special). 

Resilience 

High levels of training and readiness results in lower casualties, this leader’s trc 
lose attribute points less often. 

Influence 

This leader has political pull with HQ, he always has more troops 


standard size units. 


Fire Discipline 

Careful with supply, this leader’s unit uses ammo at half the rate of other tr< 
(except infantry which never run out of ammo). 


Ground Taker 

Due to infiltration tactics, this leader’s attacks often force retreats. 


Mountaineer 

This leader’s pathfinding skills provide increased movement in bad terrain and 
is an expert at assaulting uphill. 

Blitzer 

This leader knows the principles of tank warfare, any non-armor unit 
commands overruns enemy units as if they were armor. 

Assaulter 

This leader uses his troops in combined arms attacks, as if infantry we* 
supporting the battle. 

Maneuver 

Memorizing the lay of the land allows this leader to increase his uni: i 
movement. 



Move 

r.-i;.s ready, the troops attached 
i spent. 


Hunter 

- specially trained leader boosts an 
ss units. 


?t Fighter 

^■dalizing in city assaults and atta 
I - -ffectiveness of his troops in close-a 


[ h - whelming Attack 

- ability to concentrate fire corner 
~_:pment damage. 


uSltrator 

; _-ng stealth, this leader simply bypass 
r 1 has no effect on his movement 


Skilled Recon 

Trained in recon work, the unit attached to this leader increases its spotting rang-: 


imouflage Expert 

ring special techniques, this leader i 


-rocious Defender 

’rained in the art of fortification, tins 
nent as soon as they entrench. 
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HQ. he always has more tm. a 
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: ank 

ec. 1943. 



y 5 * 5 ammo at half the rate of other 
fammo). 




-fi.iy. the troops attached to this leader gets its first move free, no 


-..acis often force retreats. 


increased movement in bad terrain 


-c..i warfare, any non-armor uni 
nay were armor. 


- ec arms attacks, as if infantry 


ws this leader to increase his 


:o ^ leader increases its spotting 


ram 


i Banter 

ne-nally trained leader boosts an air unit’s attack and defense against tanks 


; Fighter 

ig in city assaults and attacks against fortifications, this leader increases 
-niveness of his troops in close-assault combat. 

■helming Attack 

iz _:ty to concentrate fire convert this leader’s hits from suppression hits to 
lent damage. 

aerator 

tg stealth, this leader simply bypasses the enemy, their presence (zone of con- 
• ci has no effect on his movement. 

I jjboi Expert 

K Ig special techniques, this leader can make any ground unit harder to spot. 

! Precious Defender 

-:^ned in the art of fortification, this leader’s troops are at maximum entrench- 
i -nt as soon as they entrench. 
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-iLr^nisher 

p- -2 his troops spread out causes si-: 



Assaulter 

g to attack faster than normal inf: 
support fire. 


5 the hero, the troops attached :: : 
;« when they capture enemy pc: n-s 


m .: I v Training 

BE ~ ammo always helps, the troops a: 


-•L”ivor 

■:--in g an escape route, this leader wil 
E next battle. 


Overwatch 

This leaders always prepares by creating a killing ground, his troops pro: 
support fire for any adjacent friendly troops, providing the enemy is in range. 


Vint Drop 

■ • can’t hit what they can’t see. an;, 
ut interference from enemy gr: : 


Devastating Fire 

Knowing the weakness of all enemy units allows each of this leader’s attacks to: 
at full effectiveness, meaning no diminishing effects for repeated fire. 


River Assaulter 

Experience has given this leader an understanding of river movement and attack, 
is quicker across a river and can attack out of a river hex with no penalty. 

Shock Tactics 

Striking to affect enemy morale, any suppression caused by this leader’s at 
remains for the rest of the turn. 


■mbat System 


L-~-flicking on a unit on the 3D Bataem 
1 mer bar at the bottom of the screen, su 


Quartermaster 

A scrounge, this leader’s troops never feel the long term impact of multiple refits. 


Sharpshooter 

This leader has trained his troops to fight at long range, his attack are not reduce 
by range and any short range equipment he leads fires as if they had long rang 
equipment. 


. n;n left and the equipment has a: lea 
ze are highlighted in red. I nits nusr 
i is turned off. Clicking on a highngh 
mbat is simultaneous and hits are :aks 
in:: and the equipment can take rar.: 
-Tribute. If a defender takes a hit there 
i oe awarded a Leader Special. Ii a or_~ 
stroyed. If the attacking leader sil r_a 
• Ions attributes available then you ran 
i~i t. This continues until the leader if 
:uributes. All of a units Fire need r u a 
nit, switch to one or more others, ana 


Smart Gambler 

Luck is on this leader’s side, he never inflicts less or receive more casualties thai 
the estimate (not counting the effects of support fire by hidden artillery, of course 


units will operate exactly like gr nr 
_p in the interface and show where u 
-nemy ground unit directly under the :: 
weather permitting. 

















mating a killing ground, his troop 
• troops, providing the enemy is in ran 


r - spread out causes enemy fire to be less effective than normal. 


-aster than normal infantry, the infantry attached to this leader 


llllll'l 

: - - . the troops attached to this leader gain publicity (twice the victory 
m -' :.rv capture enemy population centers (villages, towns and cities). 

ding 

ahvays helps, the troops attached to this leader has +4 ammo. 

- scape route, this leader will not die, he will return at the beginning of 

■r iaule. 

Drop 

:i. ■ hit what they can’t see, any paratroops unit with this leader infiltrates 
difference from enemy ground units 



.i allows each of this leader’s attacks 
-_sr.:ng effects for repeated fire. 


aderstanding of river movement and az 
out of a river hex with no penalty. 

oppression caused by this leader’s 


the long term impact of multiple refit 


a: long range, his attack are not red-. 
lem ne leads Ares as if they had long r, 


inflicts less or receive more casualties thin 
- support fire by hidden artillery, of course 


t System 


. -g on a unit on the 3D Battlefield, or on a unit icon that is part of the unit 

- at the bottom of the screen, snaps to the unit. If the leader has at least one 
and the equipment has at least one fire attribute left then any targets in 

- >re highlighted in red. Units must have ammo to give a fire order, unless sup- 

- rjmed off. Clicking on a highlighted enemy unit initiates combat. Normally 
• t :s simultaneous and hits are taken from the overall Strength attribute of the 

lar ir.d the equipment can take random hits against the Fire attribute or Move 
| ie— - ute. If a defender takes a hit there is a random chance for the attacking leader 
■ > iwarded a Leader Special. If a unit Strength attribute reaches zero, the unit is 
yed. If the attacking leader still has actions available and the unit still has Fire 
; :.s attributes available then you can order an attack against the same or another 
: This continues until the leader is out of actions or the equipment is out of fire 

■tributes. All of a units Fire need not be used at one time, you can attack with one 
- switch to one or more others, and come back to the first. 

*r units will operate exactly like ground units. Clicking on an air unit will bring it 
: n the interface and show where it can move. Enemy air units in range and any 
- uemy ground unit directly under the chosen unit are highlighted in red as targets, 
-ather permitting. 




















Combat Action System 

Combat occurs when one unit attacks another. The process is simm: 
tain steps occur during every combat. 


Check for Reserve, Support or Protective Fire — the computer 
if the defending player has any actions remaining that can be : 
support of the unit being attacked. Equipment classes that can do this 
Fighter, Air Defense and Anti-Tank. If one unit can do this an ana i 
in the manner described below, but this attack happens firs: 
response can occur. 


Normal Attack — Both units shoot a number of times equal to their_ 

health, using either their hard attack, soft attack, or air attack value - 
defense or air defense value. 


Damage — Hits are applied against Strength attribute plus entrenchm- 
with any hits scored against entrenchment counting as a miss. Any remm. 
can be applied as either suppression hits or equipment damage. Equipr- 
age resolves as either damage to the Fire or Move attribute. 


Retreat — In some cases the amount of suppression and damage causes the 
retreat, unless it has a positive entrenchment level, which makes the nr- 
the retreat result. 


Types of Combat 


Reserve Fire 

This allows the phasing player to spend an action to reserve the first shot in 
bat. This is a default action automatically taken if there are left over actions 
Fire attributes available to the unit. Only one reserved fire may be taken per _ 
per turn, unless modified by leader or class specials. In combat a unit with resen 
fire takes his shots first and inflicts damage before the attacker takes his shots 


Ranged Attacks 

There are three forms of ranged attack, indirect fire by artillery, direct fire from i 
defense units, which can be more than 2 hexes, and attacks from two hexes . 
units with ranged fire or attacks by air units. The only unit that can fire indirect n 
the artillery unit and the range of an indirect attack will not exceed five hexes, h 
all cases, the target of indirect fire cannot fire back even if the attacker is one he: 
distant (there is no counter-battery fire). Targets attacked by direct fire or air atta: » 
can fire back if they are equipped to do so (for example a tank unit firing two hexes 
at an infantry unit would not face defensive fire). Units attacking at long range 
hexes for tank units) will have their attack reduced by halving the number of shots 
the unit takes, which is the unit’s Strength attribute divided by 2). 
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hnits attacking at long range 
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\nack 

ts the assault and close range fighting required to take urban areas, 
.red units and units in difficult terrain. By definition a Soft Attack is from 1 
2e . The opponent and terrain the opponent resides in dictate whether or 
c Inack is a Soft Attack. All attacks against strongly entrenched infantry 
of terrain require a Soft Attack. Attacks against any units in a town or 
M - -ouffh terrain (woods, rough, mountains) would require a close assault. 

n - rnm 

-m is initiated in the same manner as any one-hex combat. The attacker is 
hc icent to the defender and the player clicks on the defender. If the combat cal- 
I auiaon shows an automatic victory with no losses then the defender is eliminated 
. : the player is not charged with an action (this is a free attack). The defender is 
arr- n ated and the attacker is given his standard move, fire, and command choices, 
-mm is counted as movement and/or combat and a refit will not be allowed 
i,:e an overrun has taken place. 

Mr Attacks 

units have limited attack options. Normally a bomber is allowed only one to two 

- j-e attributes and a fighter is given two to three attack attributes. Air units attack 

- the same manner as ground units. Air units must be adjacent to an aerial target 

- order to make an attack. In order to attack ground units, the air unit must be in 
-.re same hex. Targets are highlighted in the same manner as for ground units and 
:-mrVc are ordered in the same way. 


























mu. ^ Displayed 

3&rJefield are displayed at 

P i' i 

p,,-jc.^r there is no difference. 

- V units display ig - 



^L, to 75%, units disp 


greater than 75%, units display m 

■—'.inte bar will show red =■ 
available, and black for oveta 


Protective Fire 

•-r.se. artillery units may 
lery unit may only £ 
in range and have amr... 


Diminishing Fire 

As a unit can fire multiple times in one turn, each shot fired after the first wfl 
decreasing levels of damage. The table of effectiveness is: 


zrf- 


ac 


Shot 

1st 

2nd 

3rd 

4th 

5th 

6th 


Effectiveness 

100% 

75% 

50% 

25% 

25% 

25% 

- m 


This diminishing effect on fire also affects the target. For example the uni: sal 
fires at a target twice will fire at 100% then 75% effectiveness. The target win 
fire at 100% and then 75% effectiveness. If you were then to target a 2nd 
with the same unit it would fire at 50% effectiveness and the enemy would £r- e 
100% effectiveness (if it had not fired previously). If a second friendly unit we:- u 
fire at the first target it would respond with 50% effectiveness. 


Retreat 

A unit may be forced to retreat when it has taken a high enough level of suppres¬ 
sion hits and damage. A positive entrenchment level, however, allow the unit n 
ignore retreat results. 


Line of Sight 

Combat is only allowed between units that have a clear line of sight and line of fire 
Terrain can block a shot and there are no reduced shot situations. Friendly units 
do not block line of sight but enemy recon units do block line of sight. Air units will 
never have their line of fire blocked by terrain or units. 
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Invasion from a :- -e 
paratroops adde: 
a new dimension 
to warfare in 
World War 2. 



1 e ach shot fired after the first will infi; z 
r~r rrveness is: 


4th 

5th 

6th 

25*; 

25% 

25% 


:'r target. For example the unit that 
~5 : effectiveness. The target will als: 
: y: u were then to target a 2nd enerr; 
- rrveness and the enemy would fire a: 

-i.; It a second friendly unit were t: 
i 50% effectiveness. 


' -aien a high enough level of suppres- 
~ent level, however, allow the unit to 


ave a clear fine of sight and fine of fire, 
reduced shot situations. Friendly units 
do block line of sight. Air units will 

iin or units. 


Damage is Displayed 

• :n the 3D Battlefield are displayed at four levels of damage to help you gauge 
r srrength at a glance. 

25% damage there is no difference, 
carnage up to 50%, units display light gray smoke 
iamage up to 75%, units display dark gray smoke 
u iamage greater than 75%, units display dark gray smoke and flames. 

Strength attribute bar will show red for destroyed strength, yellow for sup- 
L- .,-ed, green for available, and black for overall all strength/overstrength. 

: ' -ndly Protective Fire 

hi :_■? on defense, artillery units may fire in support of friendly emits being 
a -1 ued. Each artillery unit may only fire this way once per turn. Multiple units of 
rulery that are in range and have ammo, fire in support of a defending unit. 

trenchment 

i renchment represents the fact that ground units given enough time, can create 
a- -r.sive structures that better prepare them to withstand attack. Entrenching 
B-rcires an action unless a unit begins a scenario entrenched. All ground units 
entrench, but some can take better advantage of ground and therefore 
•r - : ench to a higher level. Infantry and Anti-Tank units can entrench to level 3, 
ijle other units can only entrench to level one. At the end of a turn a unit 
a.'omatically entrenches one level. If there are actions remaining and the unit has 

■ reached its maximum entrenchment level, it entrenches further until the 

■ \imum is reached. 

Tenchment levels are a feature of units, not terrain, but affect combat much as 
- -rain does. Units that have not moved and have an action left are assumed to dig 
each turn even if they attack, resupply, and so on. Each turn the unit does not 
: ve, it entrenches further. If a unit moves out of the hex it loses all its entrench¬ 
ment levels, so you should pick a good position before having your troops dig in. 
> : ving units have a zero entrenchment level, but gain the base entrenchment level 
die particular terrain they end in when they stop. 

entrenchment and Combat 

-or combat purposes a level of entrenchment adds to the range of numbers when 
issigning damage, and a hit on an entrenchment is a total miss doing no damage. 
Intrenchment also allows the unit to ignore results that would force it to retreat. 
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Deployment 


The deployment button is only active if there are units not deployed on the 3D . 
tlefield. Left-clicking the Deployment button displays only those units that have 
been deployed and highlights all available deployment zones on the map. 
may be placed in any unoccupied hex of the deployment zone and any uni: 
deployed (within the current access of the deployment screen) may be remt* 
from the deployment zone and placed in another hex of the deployment zom 
back in the deployment roster by left-clicking on it. Air units must be deploys: 
or immediately adjacent to an airfield. You may not be allowed to undeploy a 
if it has sighted a previously unseen enemy unit. 


Game Turn 


Panzer General 3D Assault displays a status screen at the beginning of each pL 
turn displaying: 

• The date. 

• Your nationality, the turn number, and the scenario length. 

• The weather. 

• The number of turns remaining to achieve a major victory. 

• The number of roster slots available. 


A player can access any of his available units in a given battle turn. A player ram 
move one unit, then move another unit and go back and move the first unit agar 
there are no restrictions on which unit can move or when it can attack. The orar ! 
limit on moving or attacking with a unit is the number of actions available to t 
leader of the unit. When a leader’s actions are used up, the unit icon on the mat 
darkens, and the background of the unit tab on the roster changes to black. 


Events 


The event system provides random element in every game. Events are tied to the 
capture of primary and secondary objectives. Results from an event are enacte: | 
immediately. There is a list associated with each event and one of them is chosei 
at random from a seed provided at the beginning of the campaign/scenario. Events 
include the following examples: 


Addition of a leader to the Officer Pool (this would be a randomly generated leader 
and could contain a special and/or additional promotions). 

Addition of captured enemy vehicles to the equipment pool. This would allow 
the addition of enemy equipment types to the motor pool above and beyond the 
standard kit. 


Awarding a Medal (Leader Special) to a leader for destroying an enemy unit or cap¬ 
turing a town or objective. 


Support Fire: 
an American 
howitzer crew 
supports the 
infantry in 
France, 1944. 


■d 





- tory Conditions 


Liscenario has a preset victory level has-: 
_r. :s of objective hexes, primary and sec :r: 
_■ ; \Hlages. Primary and secondary hexes 
; -ctive and it is necessary to capture aZ :: 
r: the scenario. Seizing secondary hexes 
a may result in being awarded extra .eats 
-smoyed, all remaining hexes are consicere 


‘lovement 


units have a movement allowance. earn 
umber of movement points. A unit car. tr 
used on the experience level of the lea re: 
acts may move to any hex within their n 
hen entering an area controlled by the ere 
uncovers a hidden enemy unite 


player will click on a unit on the map r 
: Atom of the interface. The map will era: 
eh and the unit has at least 1 movement act 
t.-LU highlight using the fighting system :: 're¬ 
targets within range, see below). The p.a; - 
and the unit will move to the new locatt : r 
Li > and the unit still has movement a term. 
.s displayed and the leader can contirr- tr 
eader is out of actions or the unit has _s-: 
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-ach event and one of them is chosa 
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'• : _d be a randomly generated leac- - 
- promotions). 

? "Papment pool. This would allow 
-e motor pool above and beyond tb- 


- or destroying an enemy unit 


or cap- 


Conditions 

■ -"Ann has a preset victory level based on capturing objectives. There are two 
: ; ojective hexes, primary and secondary, as well as numerous cities, towns, 

_ ijes. Primary and secondary hexes are worth more than any other type of 

H.-"and it is necessary to capture all of the primary objective hexes in order to 

[ a t - scenario. Seizing secondary hexes and other objectives improves your score 
r . result in being awarded extra leaders or equipment. If all enemy units are 
r ved, all remaining hexes are considered captured and the scenario ends. 

ivement 

I -its have a movement allowance, each hex the unit moves into costs a certain 
■.:m er of movement points. A unit can move more than once in a given game turn 
- on the experience level of the leader and the capabilities of the equipment. 

? may move to any hex within their movement allowance and they must stop 
. • - n entering an area controlled by the enemy. A unit’s move cannot be taken back 
■ uncovers a hidden enemy unit). 

: .aver will click on a unit on the map or on the icon in the active Roster bar at the 
Eom of the interface. The map will snap to the unit and if the leader has actions 
- u and the unit has at least 1 movement attribute left the potential movement range 
-Jl highlight using the lighting system of the engine (it will also highlight any enemy 
-irgets within range, see below). The player can then click within the move radius 
■ ‘.d the unit will move to the new location. If the leader has additional actions avail- 
mle and the unit still has movement attributes unused then a new movement radius 
j displayed and the leader can continue moving. This can continue until either the 
eader is out of actions or the unit has used all its attributes. 






























Air Transport aborts its mission when attacked and returns to its sun 
airfield if attacked by a fighter or ADA. 

Moving up steep gradients will cost extra movement points for ground 
as follows: 

The base elevation change for LOS is 220 meters. If a unit moves up 1 step 
meters) between one hex and the next it costs +1 movement points. If 2 ste: 
costs +2 movement points. Any more than that and the hex side is impass 
Note : roads reduce this category by one. In other words 1 step would be free. 

3 or more steps would cost +2 movement points. 

Movement Types 

Each piece of equipment can have one of three movement types: 

Track 

This is movement in vehicles outfitted with treads. This imparts excellent cro 
country travel. 


Wheel 

Movement on wheeled vehicles. This is good for on road or clear travel but s 
greatly diminished over rough terrain. Any unit using wheeled movement w_ 
changes into a truck and move from its starting hex to the destination. 

All Terrain 


Mime Movement 

- specified infantry units (mounter- - 
C - forest, and rough (the cost is mucz re 

iir Transport 

L jifantry unit can be moved directly fr 
■s... nap. In order to take advantage of this : 

turn on the airbase. The standard mcv 
t rriendly airbase (if they are unoccur 
|e: ise the infantry unit to turn into an air r 
h - Whatever mode of transportation tn= 
kc: the unit. 

: iratroops 

j. ; iratroops unit that begins its move a:-- 

fcstant. In this case the standard mover- 
I-rrsor over a hex requiring paratroop — - 
■rachute Icon. Note that if a hidden -— 
re unit would randomly be placed in a - 
- ay not land in impassable hexes or cat- 

Movement Interaction 

: ^fitting and Movement 

I e Refit order cannot be performed _ - 
-_m. If the Refit order is chosen then the - 


This movement is commonly used by recon units. 

Air Movement 

Air units ignore control of all areas of the map except those of enemy air irnits 
Ranges are set for each piece of equipment. Air units do not have fuel, but must st_ 
resupply and refit at an airbase. The unit must move to the base and then use az 
action to resupply or refit. Air units must move adjacent to the hex over the targe: 
in one action and spend another action to attack ground units. Air movement anc 
air combat are affected by the weather. 


Terrain and Movement 

Movement points are expended for m _ vlt 
r example) cost all of a unit s remc—- 
- equipment class specials that nega.r 

Line of Sight 

Tme of Sight (LOS) is ability of a unit j: see 
iegree LOS. Air unit’s LOS can be affervr 
ground units on turns where rain or s’ 
except for screening by Recon class —ts 
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-- -» meters. If a unit moves -- 
• it costs -1 movement points I 
than that and the hex side is 

:e - 111 othe r words 1 step worn; 
—t points. 


f three movement types: 


. ; ' ;ias ' Tll is imparts excs_-: 


good for on road or clear trav 
-Any unit using wheeled movenWl 
• the destination. 


n units. 


- map except those of enemy air uni: 

- -Air units do not have fuel, but must 

amove to the base and them:- 
h acent to the hex over the tar»r 
atlack ground Air movement an: 


Mi* ament 

m :£ -: 'infantry units (mountain units) will have special movement abili- 
■uid rough (the cost is much reduced). 

Export 

unit can be moved directly from one airbase to another airbase on 

- : :er to take advantage of this movement, the infantry unit must start 

- u-.e airbase. The standard movement radius is highlighted as well as 
: u.rbase (if they are unoccupied). Clicking on a friendly airbase will 

#1 nuantry unit to turn into an air transport and fly to the chosen destina- 
«f :u'-ver mode of transportation that the infantry unit normally uses flies 
Him* inr L 

DPS 

- : ps unit that begins its move at an airbase can be dropped up to 18 hexes 
In this case the standard movement radius is shown and if you move the 
a hex requiring paratroop movement the cursor would change into a 
ii :. Icon. Note that if a hidden unit occupies the destination hex, the para- 
would randomly be placed in a hex within one hex distance. Paratroops 
• * land in impassable hexes or cities. 

ment Interaction 
phrfring and Movement 

Hi : rfit order cannot be performed if a unit has moved at any time in the game 
in j the Refit order is chosen then the unit cannot move for the rest of the turn. 

rrain and Movement 

ftr ^ment points are expended for moving into a hex. Certain terrain types (rivers 
- cample) cost all of a unit’s remaining movement points unless there are leader 
it -mipment class specials that negate the cost. 

joe of Sight 

of Sight (LOS) is ability of a unit to see out into the world. Each unit has a 360- 
nee LOS. Air unit’s LOS can be affected by the weather. Air units cannot attack 
r and units on turns where rain or stormy conditions exist. Units do not block LOS 
:ept for screening by Recon class units. 











Hunting Panther 
the heavily armez 
and armored 
JagdPanther was 
the best tank 
destroyer of 
the war. 


Towed Units and Movement 

Most equipment in the air defense, artillery and anti-tank classes must be tow -ill 
from one place to another using either wheeled or tracked vehicles. Towed una 
will not dismount from their vehicles if ambushed. They must either manually di- 
mount, using an extra action or be using the Quick Setup veteran order. If 2 
mounted form, and involved in combat they will use one of two default combat val- 
ues depending on whether they have tracked or wheeled movement. 

Ambushes and Movement 

If a unit plots a movement path that enters a hex containing an enemy unit thee 
that enemy unit will ambush the moving unit. The ambushing unit gets advantage 
in combat. If the moving unit is an infantry unit in a wheeled vehicle it will de¬ 
mount and fight on foot. Non-infantry units in wheeled vehicles must remain in 
their vehicles and fight with the reduced combat factors of the wheeled vehicle and 
they can only move and fire if they spend an extra action to dismount anc 
set up for combat. 


Diminishing Movement 

As a unit can move multiple times in one turn, each movement after the first will 
have a decreased movement allowance. The percent of initial movement is: 


Movement # 

1st 

2nd 

3rd 

4th 

5th 

6th 

% Of Initial 

100% 

75% 

50% 

25% 

1 hex 

1 hex 


ton.' of Control 

L hexes around the hex a unit occupy 
Li unit must stop upon entering an e 
L,-..- or Equipment class special'. - bis — 
pit can move directly to another-r.- 
hi. - - 7 units may not retreat thro ugh - 
at they are destroyed. ZOC's on 
to> in other words, air units ma 

v only exert ZOC’s on ground units 

n . - rial units. 


iers 


: represent the leader’s ability to issue 
r more leader actions to perform A- 
- ve regular orders. Leaders bearuta - 
Z n put in command of gain the use of v- 

* : tential actions a leader can order in— 

• rack Order: Attack an enemy that is w 

• ove Order: Move the unit within une _ 
. ■ -^ular Order: Perform a specia: sh¬ 
ier is associated with. For 

■no or repair and refit his unit. Ea 
additional Command orders are noma : 

-eran Command: A special type 0 : ort 
rains promotions the number of vetera 

ght-clicking on an order button display 


Regular Command Orders 
Dismount 



Cost: 1 action. Duration. e: 
towed units (artillery anc s 
unit ( represented as ur- 
amounts of damage when 1 
in one turn. 


All movement and sighting rules continue to apply in each move made by a uni t 
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; j'" J “»» on e of two default corn! c J 
— o r wheeled movement. 

3 aex containing an enemy urn: J1 
: The ambushin g unit gets advantage 
r I™ 1 in a wheeled vehicle it will : ... 
;._7 "heeled vehicles must remain a 
. : factors of the wheeled vehicle an r 
-- an extra action to dismount am 


mf Control 

. : md the hex a unit occupies represents the unit’s zone of control 

— jst stop upon entering an enemy ZOC (unless allowed to ignore by 
- i r-rment class special). This means that a unit that starts in an enemy 
. ~ move directly to another enemy ZOC hex but it must stop there, 
m.ri may not retreat through an enemy ZOC, if they have no path 
-- - are destroyed. ZOC’s only apply to the medium of the unit exerting 
-her words, air units may only exert ZOC’s on air units, and ground 
exert ZOC’s on ground units. Air Defense units do not exert ZOC s 


: resent the leader’s ability to issue a command to his units. Orders require 
: re leader actions to perform. All leaders can order their unit to perform 
--gular orders. Leaders bearing the class icon of the equipment they have 
ns m command of gain the use of veteran orders. 

■n -y actions a leader can order include: 
i. i Order: Attack an enemy that is within range. 

- hder: Move the unit within the movement range of the equipment. 
r : r Order: Perform a special action related to commanding the unit the 
is associated with. For example the leader might resupply his unit with 
- or repair and refit his unit. Each of these commands takes an action. 
Lional Command orders are noted below. 

-ran Command: A special type of order unique to that class. As a units leader 
r.5 promotions the number of veteran orders available to him increases. 

clicking on an order button displays a description of that particular order. 


? jular Command Orders 


-■ each movement after the first wil 
.ent of initial movement is: 


ft 

5th 

6th 

5 1 ! 

1 hex 

1 hex 


;p.y in each move made by a uni t 


dismount 

Cost: 1 action. Duration: effects are immediate. Dismount allows any 
towed units (artillery and anti-air) to be set up for combat. A mounted 
unit ( represented as the towing vehicle) is susceptible to large 
amounts of damage when attacked. This order can be used repeatedly 
in one turn. 
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Rally 



Cost: 1 action. Duration: effects are immediate. RaT 
morale of the troops. This command removes the affect fi 
suppression and makes all of a units non-destrorac 
attribute available for attack and defense. This order : lji 
repeatedly in one turn. 


n r: m American 
iiTTdC ~zees through 
--ench village, 
Summer 1944. 


Entrench 

Cost: 1 action. Duration: effects are immediate and last un- 
moves. Entrench allows the unit to dig in. Infantry and anu-n 
can entrench to level 3 (one level per turn) if they don’t movf 
ground units can entrench to level 1. Entrenched units do n;i 
(note that infantry entrenched to the highest level force close combat anc i 
guns at the highest level of entrenchment fire first) . A unit can move i 
entrench. This order can only be issued once in a turn and the effects disc 
the unit moves after the order is issued. 






Refit 


wran Infantry Orders 



Cost: All actions available. Duration: effects are immediate. F.rf" 
only be performed if a unit has not done anything else in the tun q 9 
is not adjacent to any enemy ground units. A refit repairs J 

hp ft ret rofi* - 


destroyed equipment attribute, Move or Fire, and the first refit hr 



Cost: 1 action. Duration u 
range. Cannot be taken ba: 


a unit up to full strength, any further refits diminish the current total Stress* ■ _ n 

attribute of the unit by 1 for the remainder of the battle. This order can onf*M _ m , 
issued once in a turn and ends the unit’s turn. 


Resupply 

Cost: 1 action. Duration: effects are immediate. Resupply refills a:-1 
ammo of a unit to maximum. Infantry have unlimited ammo and wl 
never use this action. This order can only be issued once in a turn ant 
the unit must not be adjacent to any enemy ground units or this ordet 
will not be available. 



Cost: 1 action. Duration ur 
harder for enemy units ' - 
if the unit moves affa 
ambushes or hiding in v.: 



rt ni trate 



Cost: 1 action. Duration 1 
ignores reserve fire. . 
been in combat. 


Veteran Orders 


Each class may have one or more command actions available only to it. Some com¬ 
mands should only be available to higher level leaders. Special command orders 
may only be done once per turn, though the effects may last longer. 


'urprise Attack 

Cost: 1 action. Duran on 
large bonus to close os; 



order cannot be tai-n - 


vw-\T\nintpfi areas and e 
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n Infantry Orders 


Cost: 1 action. Duration: immediate. Moderate increase in sighting 
range. Cannot be taken back and the effects are seen immediately. 


irrouflage 


Cost: 1 action. Duration: until the unit moves. The unit becomes much 
harder for enemy units to spot. The effects are canceled automatically 
if the unit moves after the order is issued. Useful for setting up 
ambushes or hiding in woods. 


are immediate. Resupply refills • | 
nfantry have unlimited ammo and nil 
r :an on ly be issued once in a turn am 
any enemy ground units or this ordet 


.filtrate 



Cost: 1 action. Duration: through your next attack. The infantry unit 
ignores reserve fire. The order cannot be taken back if the unit has 
been in combat. 


1 :aons available only to it. Some com- 
• e: leaders. Special command order: 
-iTects may last longer. 


'urprise Attack 



Cost: 1 action. Duration: through your next attack. The unit has a 
large bonus to close assault combat and ignores reserve fire. The 
order cannot be taken back after the unit attacks. Best used against 
populated areas and entrenched enemies. 

































All Out Attack 

Cost: 1 action. Duration: through your next attack. The unit has an 
enormous bonus to attacks but its defense is decreased to a Ians 
degree. The unit will ignore any morale factors and cannot be sur¬ 
passed. The order cannot be taken back after the unit attacks. 

Veteran Tank Orders 

Cost: 1 action. Duration: immediate. Moderate increase in sightm; 
range. Cannot be taken back and the effects are seen immediately 


Patrol 



4i* 


Hull Down 

Cost: 1 action. Duration: lasts until you move. If you move before com¬ 
bat and after issuing this order, it is rescinded automatically. Th_- 
order provides a moderate increase in the defenses of your unit. I: 
cannot be rescinded if the unit has been involved in combat. Best use: 
prior to attacking the enemy and can be used in conjunction with entrench, bu: 
watch out if they have the high ground because it becomes ineffective. 

Aimed Fire 

Cost: 1 action. Duration: effects are immediate. Normally the effec¬ 
tiveness of shots taken by a unit diminishes with each successive shot. 
Activating aimed fire resets the effectiveness of the shots to 1001c 
Best used after multiple shots to finish off an enemy. This order can¬ 
not be taken back. 




Wedge Attack 



Cost: 1 action. Duration: through your next attack. The wedge attack 
gives a large bonus to the unit’s attack. The order cannot be taken 
back after combat. This can be very effective if used in conjunction 
with aimed fire. 


Blitz Attack 

Cost: 1 action. Duration: through your next attack. This is basically a 
wedge attack (large bonus to the unit’s attack) with the added benefit 
that the unit can ignore the presence of the enemy for post-combat 
movement. It cannot be taken back after a move or combat. 



Queen of Battle: 
a British Mk 2 
Matilda moves 
forward against 
:he Afrika Korps. 
Libya, 1941. 





eteran Anti-Tank Orders 
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Quick Setup 
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matically dismount 
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Cost: 1 action. Duration: until the unit moves. The unit becomes much 
harder for enemy units to spot. The effects are canceled automatically 
if the unit moves after the order is issued. Useful for setting up 
ambushes or hiding in woods. 


P your next attack. a* * 
t its defense is decree: a * 
y morale factors and czzmm a 
Jien back after the unit 




iiate. Moderate increaa 
1 the effects are seen imm«^ 


■tarn 


i-zttle 


- : - Mk 2 
l# ;: ores 
nr: • ■ - gainst 
llfc - ~xz Korps. 
-z. 1941. 


L >■- u move. If you move be: :o .1 

it is rescinded automatical^ IjM 
:n the defenses of 
• been involved in combat. Sex J 
■ — conjunction with entren::. jm I 
? ;t becomes ineffective. 


ire immediate. Normally the 
rmishes with each successive a■. 

-- ttiveness of the shots to iC» “. 

- - off an enemy. This order tan- 


-*r next attack. The wedge arte. . 
^e order cannot be takai 
-/ effective if used in conjunct;:: 


— "ext attack. This is basicallv ; 
‘ s anack) with the added benefit 
ce of enemy for post-comba: 
after a move or combat. 


»uibush 

Cost: 1 action. Duration: until the end of the enemy turn. This gives the 
anti-tank gun an additional reserved fire. It will fire first in two com¬ 
bats and then the order will be exhausted. The effect will be removed 
if the uni t, moves after the order has been given. Note that you still 
need to save an extra action to get a second reserved fire. 


>uick Setup 

Cost: 1 action. Duration: until the end of your turn. The unit auto¬ 
matically dismounts after moving. However, the unit will suffer a 
small decrease in its attack effectiveness. 


Preparation 

Cost: 1 action. Duration: through your next attack. This command 
allows the anti-tank gun to fire first in the next combat and get an 
enormous bonus to its attack. This cannot be taken back if the unit is 
involved in a combat. 


-an Anti-Tank Orders 
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Fire Brigade 



Cost: 1 action. Duration: 1 enemy attack. This comma.-.: dm 
anti-tank gun to provide support fire if the enemy is wit- nr -j 
simple support to an adjacent friendly unit that is attack -: : - 
enemy’s turn. This can be an unexpected and nasty stun ns 


Veteran Recon Orders 

Recon Camouflage 

Cost: 1 action. Duration: until the unit moves. Normally recce .. 
screen other units are easy to spot. This command makes the r-c 
much harder to be spotted. It cannot be taken back and the e#- 
appear if you move after issuing the order. 



Recon Patrol 

Cost: 1 action. Duration: immediate. This command sends s | 
strength patrols to increase the unit’s sighting range. The 
immediate and the order cannot be taken back. This commanc i 
useful for finding enemy units. 



Retrograde 



Cost: 1 action. Duration: 1 enemy attack. The recon unit suffers nnJ 
or no damage from the first attack made by an enemy, and rer-;a» ] 
instead. Effectively, it uses up one of the enemy actions with little a 
to the recon unit. 


Forward Observer 

Cost. 1 action. Duration: the rest of your turn. The recon unit acts i±ri| 
a spotter for friendly artillery units, giving them a small bonus to aJ 
attacks made within the recon unit’s sighting range. This effect dis¬ 
appears if the unit moves after issuing the order. 



Probe Attack 

Cost: 1 action. Duration: through your next attack. The probe attaci 
provides the recon unit with a small bonus in combat and converts 
many kills taken to suppressions. This command cannot be taken 
back if it is used in a combat. 




» ran Artillery Orders 

Miik artillery 


Cost: 1 action. Duration: ec 
mand. It allows an addir. : 
turn. If you have the A:: - 
because it is cumulative 


% urate Plotting 

— Cost: 1 action. Duration • 
Plot Artillery command. - • 
will be able to fire 3 sup: 
port fire provided by the 
3 rus to their attack. 


nick Setup 



Cost: 1 action. Duration 
mounts after movir. 
attack effectiveness. 


Saturation Plotting 

Cost: 1 action, 2 amm: 
attacks cost 2 ammo tun 
normal. If you have the b 
not be done after —- 
taken back after combat. 
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enemy attack. The recon unit suffers nu 
'' ■ - ac k made by an enemy, and r-:r- 
:: oae of the enemy actions with little a 



an Artillery Orders 

\rtillery 

Cost: 1 action. Duration: end of enemy turn. This is a defensive com¬ 
mand. It allows an additional support fire to occur during the enemy 
turn. If you have the Accurate Plotting command you can use both 
because it is cumulative. 


°f y°ur turn. The recon unit a 
ay units, giving them a small bonus to m 
* on unit’s sighting range. This effect da 
.. .er issuing the order. 


urate Plotting ,, 

Cost: 1 action. Duration: end of enemy turn. This is a more powerful 

Plot Artillery command. Used in conjunction with Plot Artillery, a unit 
will be able to fire 3 support fires during the enemy’s turn. The sup¬ 
port fire provided by the Plot Artillery command has a significant 

nus to their attack. 



-:>ugh your next attack. The probe attack 
a sma11 b °nus in combat and convert 
; ss:ms. This command cannot be taken 


iok Setup 



Cost: 1 action. Duration: until the end of your turn. The unit dis¬ 
mounts after moving. However the unit suffers a small decrease in its 
attack effectiveness. 


Saturation Plotting 

Cost: 1 action, 2 ammo. Duration: rest of the turn. All remaining 
attacks cost 2 ammo but cause twice as many suppression results as 
normal. If you have the bombard order you should do it first as it can¬ 
not be done after this order has been given. This order cannot be 

taken back after combat. 


W5- 
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Bombard 



Cost. 1 action, 2 ammo. Duration: through your next an; a 


will receive an enormous attack bonus with the added er- - 


ing the defender’s entrenchment to zero. This is only efb: 
infantry, towed artillery and towed anti-tank units. This 
be taken back after combat. 




Quick Setup 



Veteran Air Defense Orders 

Careful Positioning 

Cost: 1 action. Duration: unit the unit’s next move. The an- :~m 
unit receives an increase in range. This bonus will disappear 
unit moves after the order is given. 


Ground Attack 

Cost: 1 action. Duration: through your next attack. Allow; - 
defense unit to attack enemy ground units. The order cannot - J 

back after combat. 



Cost. 1 action. Duration: until the end of your turn. The unr: _ 
mounts after moving. However the unit will suffer a small decree i 
its attack effectiveness. 


■ u kid Fighter Orders 

ibt Eve 

Cost: 1 action. Duration € 
a significant increase m 
taken back. 


<s> 


Concentrated Attack 

Cost: 1 action. Duration: through your next attack. The unit rece * 
a large attack bonus against enemy air units. The order canno: w 
taken back after combat occurs. 



arefnl Attack 

Cost: 1 action. Duration: 
makes the fighter immu: 
attack. This command ca 


Early Warning 




Cost: 1 action. Duration: until the end of the enemy turn. The imr 
receives an increase in range, a moderate attack bonus, and foil 
strike when supporting friendly units under attack by enemy azr 
These bonuses disappear if the anti-air unit is attacked by an enemi 
ground unit. 


lorn Busting 

Cost: 1 action. Duration: 

ing forces enemy ar._--- 
of fire is blocked by p:: 
fire. However, there is a 
: and unit attacks that are successr 



;rafing Attack 

Cost: 1 action. Durar.:: 
the fighter first stria r 
ground unit. This ordc. 
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r.—. :ake 
■ :eside a 
: ■; ~royed 
Panther, 
cl~. 1944. 


Fighter Orders 


Eve 


Cost: 1 action. Duration: effects are immediately. The fighter receives 
a significant increase in his spotting range. This order cannot be 
taken back. 

m-ful Attack 

Cost: 1 action. Duration: through your next attack. This command 
makes the fighter immune to the effects of reserve fire for the next 
attack. This command cannot be taken back after combat. 

lira Busting 

Cost: 1 action. Duration: through your next attack. Using low level fly¬ 
ing forces enemy anti-air units to use the line of fire rules: if the line 
of fire is blocked by populated area or other obstacle then it cannot 
fire. However, there is a moderate decrease in defense against enemy 
round unit attacks that are successful. 


'traflng Attack , „„. , 

Cost: 1 action. Duration: through your next attack. This order gives 
the fighter first strike during the next combat against an enemy 
ground unit. This order cannot be taken back after combat occurs. 
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Out of the Sun 

Cost: 1 action. Duration: through your next attack. This 
the fighter first strike, a large bonus to the attack, m: 
immune to reserve fire when attacking other air units. Tbs 
not be taken back after combat occurs. 



Veteran Bomber Orders 

Bunker Killer 

Cost: 1 action. Duration: through your next attack. The bomuL 
moderate attack bonus against forts and its attacks are s. m 
strength. This action cannot be taken back after combat. 



Fly in the Clouds 

Cost: 1 action. Duration: until the start of your next turn. En-ez: 
are unable to spot the bomber unless they are adjacent. 



Ground Support 

Cost: 1 action. Duration: through your next attack. The bombe. , 
large attack bonus against enemy ground units when this on 
issued. The order cannot be taken back after combat. 



raar s 


Dive Bombing 

Cost: 1 action. Duration: through your next attack. Dive Bor_ 

gives the bomber a moderate attack and defense bonus against uu- | 
air attack. It cannot be taken back after combat. If an enemy anc-_ 
unit is adjacent to your target, use Dive Bombing then Gro uai I 
Support to attack. 



Precision Bombing 

Cost: 1 action. Duration: through your next attack. Gives the bomb:r_- 
unit a large attack bonus and the first strike ability during the nf c 
combat. This order cannot be taken back after combat. 


it t 
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51 enem y ground units when this ora 
taken back after combat. 


' -r:. your next attack. Dive B 
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-n back after combat. If an enemy an: , - 
use Dive Bombing then Grc 1 


rough your next attack. Gives the bomba* 
ma the first strike ability during the ner 
taken back after combat. 


VTT CLASS DESCRIPTIONS 

* -.r end of World War II, most of the major combatants had come to realize the 
ranee of the principle of “combined arms.” Every class of unit had a task it 
| c -led at, and often required the support of another class of unit to prevail, or 
survive. In Panzer General 3D Assault, there is no perfect mix of units. What 
’ss best depends on how your units, leaders and equipment, function within the 
i - ; S and strategy that you have chosen. It is difficult to go very wrong by adher- 
-j; I0 the combined arms principle, however. Successful combined arms use 
: .ves using “the right tool and leader for the task.” Probe a position with a 
reconnaissance unit to get an idea of what you are facing, and where the enemy is 
i t cloyed. Use Artillery and Bombers to soften up the position before it is assaulted, 
:.-.d keep a reserve to exploit a breakthrough, or hold on to a hard won position in 
f ace of an enemy counterattack The following Unit Class descriptions should 
Up you become a competent Panzer General. 


u through your next attack. 7r_, . 
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Ground Classes 


Tank Class 



Tank class units are the armored fist of your combat 
proper use of Tank units is of paramount importan: - n 
General 3D Assault. They represent light, medium, r:; 
armored tank units with groups of mechanized or - 
infantry attached to support them. They are armed with r_r - 
ing from 15mm (designed during the 1930s) to 122mm, and are some ■ 
powerful units in Panzer General 3D Assault on both attack and 
especially by 1942. Tank units have a special ability called Overrm 
ability allows Tank units to ‘roll over’ weak defending units without cone _: _ 
attack. They can overrun a weak defender, continue to move into colli - 
another enemy unit, and then conduct a standard attack. As powerful as tr • 
Tank units should avoid fighting Infantry or Anti-Tank units in urban, fore • * - 

rough areas (that’s what your Infantry units are for) and should also avoid_, 

ing Anti-Tank units that have a high entrenchment level in any type of terran 
used properly, Tank units are devastating on attack or defense. 


Anti Tank Class 



Anti tank class units represent towed anti tank units and both 
reted and non-turreted self-propelled anti-tank units. They am 
armed with guns ranging in size from 25mm to 152mm. Towed urns 
are unarmored (they are treated as ‘soft targets’) while some s-. 
propelled units have better armor protection than Tank class units 
the same period. Why select Anti-Tank units over Tank units? The towed Anti-Ts 
units are better at defending against Tank units than other Tank units until re a 
tively late in the war. By that time, some of the most powerful guns in Panth 
General 3D Assault are carried by Anti-Tank units. As a general rule, the large: 
caliber, more powerful guns are available as armament for Anti-Tank class uni* 
several months before they are available to Tank units. They are valuable when 
deployed to defend against an enemy s attacking Tank units, freeing up your Tam. 
units to counterattack. They also are very effective when used to support an attack 
while it is trying to break through enemy lines. Several heavy Anti-Tank units can 
damage defending units, firing from relative safety at a range of two hexes. This 
lets your Tank units remain unengaged until you have broken through the enemy’s 
main line of defense, at which point your Tank units can rush into the enemy’s rear 
areas, overrunning vulnerable Air Defense and Artillery units. Though Anti-Tank 
units are not as flexible as Tank units on the attack, they more than make up for 
this with their heavier guns and better defensive capability. 
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itry Class 


Infantry class units repress: 
weapons (rifles, submachine j 
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need be. Finally, Infantry units never nee: 
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■ ntry Class 

Infantry class units represent infantry units, armed with infantry 
weapons (rifles, submachine guns, etc.), heavy weapons (machine 
guns, 50mm to 120mm mortars, light Anti-Tank weapons, etc.), a 
small number of supporting Anti-Tank guns, and in'some cases spe¬ 
cial assault weapons (demolition charges, etc.) and even bridging 

- : -pment. There are many types of units in Panzer General 3D Assault that can 

- -Arm certain tasks better than infantry units, but none of them can replace 
Tntry units in their primary job — capturing and holding ground. You need 
Antry units to hold urban, forested, and rough terrain areas against enemy 

zrentry, and you also usually need Infantry units to capture urban, forested, and 
- ugh terrain areas from the enemy. Experienced Infantry units win battles for you 

■ r.ere other types of units cannot. However, Infantry units must be used with some 
r. rught or they are quickly destroyed or worn down to the point that they cannot 
: • romplish anything. Avoid having your Infantry units fight unsupported against 
Tank and Artillery units on open ground, and they perform well. Even on open 
rround, they can defend against nearly any type of unit if supported by good 
Artillery and Anti-Tank units and protected from air attack by Air Defense units if 
need be. Finally, Infantry units never need to resupply, meaning they frequently 
have the equivalent of one extra order. 
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Air defense class units repre 
defense units. In Panzer G en 
weapons that vary in size - . 
can attack enemy aircraft a: r 
they are good at damaging en 
vulnerable to any type of arta ;• - 
attack one of your units. - - 

Jr -- unit in question. This makes them 
, _ - - , :k. These units are important tr ; 
. air superiority, but do not ha\ e the : 
- t: air combat. They are also ve. 

D d you do not have enough Fighte 
Csand and still conduct offensive air 


units cannot ‘trade punches' with 


I H T- U-LllLO --i- 

L ; .Air Defense units for very' long. A: 


Artillery Class 



Artillery class units represent towed and self-propelled howmaJ 
guns which are equipped and organized to provide support::: r* 
other combat arms. They are armed with guns ranging in size r i. 
75mm to 200mm or more. They are all able to attack units from il 
least two hexes away, and some Artillery units can attack units r«* 
hexes away. Artillery units also have two special abilities that make them «- 
powerful in Panzer General 3D Assault. The first is called Close Support Fire 7rs 
ability allows Artillery units to fire at any enemy ground unit attacking any frieni i 
ground unit that is adjacent to the Artillery unit in question. This means that attan 
ing units can be hit by suppression and kill results before they attack the targe:-: 
unit. The second special ability is called Support Fire. This allows an Artillery urn 
to fire at any enemy ground unit conducting an attack within range of the Artiller 
unit in question once per turn. As with Close Support Fire, this attack takes pla: 
before the enemy ground unit conducts its attack. Self-propelled Artillery units are 
some of the most powerful units in Panzer General 3D Assault. They are usually 
armored, which gives them a large advantage in an artillery duel with towee 
Artillery units. They can also move with units that have broken through enemy- 
lines and immediately provide fire against a counterattacking enemy. Self-propellec 
Artillery units are rare and should be placed in combat immediately. You almost 
always need some type of artillery support to launch a successful attack, and 
Artillery units are very effective in a defensive role as well. 


: .Air Defense units are far more fi&xu:. 
- and be ready for action immediate::, 
don to dismount from their transp: r. 
repelled Air Defense units are ide 
1 with your attacking ground units ; 
s units involved in the breakthr. ---- 


- . and to do so with greater speed v.: 
- all of which will aid you in victory 
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Defense Class 

.Air defense class units represent both ’ -- : - - f T <■* 

defense units. In Panzer General 3D Assv .it n. - tct s~rj& 
weapons that vary in size from 12.7mm (.51 : ■* cl¬ 

ean attack enemy aircraft at ranges of zero to ±_~ - : - - n pBauL 

. they are good at damaging enemy Fighter and E:-:-- asuvM 

|L - -.-ulnerable to any type of attack. They fire at any enemy E :- mu ft. 
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Ki - unit in question. This makes them very useful in screening unu- - no 
I ■ -uack. These units are important if you need to deny the enemy m- -: m 
E, . -• a ir superiority, but do not have the air units required to beat him m m - ; c - 
t-r :o air combat. They are also very valuable when neither side has air -u: - - 
Ip- and you do not have enough Fighter class units to cover all the units y c. 
IL -.-.and and still conduct offensive air operations. The enemy’s Fighter an: 
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.Air Defense units for very long. Attempting to do so is very costly. Self-pro- 
-: .Air Defense units are far more flexible than towed Air Defense units. They can 
-. and be ready for action immediately after moving, while towed units must use 
■ l non to dismount from their transport and fire/defend against enemy air attack. 

- i-propelled Air Defense units are ideal for supporting an attack, since they can 

- -.1 w ith your attacking ground units and be constantly ready for action. This 
-.vs units involved in the breakthrough to keep attacking deeper into enemy ter- 

- - ry. and to do so with greater speed while being protected from enemy Bomber 
ants* - all of which will aid you in victory. 

iecon Class 

Recon class units represent light mechanized units whose primary 
task is to scout the battlefield, infiltrate enemy lines, and rear areas. 
They are equipped with armored cars, and usually have small 
infantry units in half-tracks or trucks in their formations as well. 
They all have a very good spotting range, and much higher move¬ 
ment attribute. Coupled with the Recon Move, you can use Recon units to expose 
-nemy positions before launching an attack. Recon units were expected to avoid 
heavy fighting. Their job was to exploit breakthroughs and scout ahead of attack- 
ng forces. To represent this in Panzer General 3D Assault, Recon units usually 
retreat from combat with a superior enemy, trading ground for losses. 
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Fighter class units represent air superiority combat aircraft w 
primary task is to destroy enemy aircraft or prevent enemy air: 
from carrying out their mission. They are not very effective at arz 
ing enemy ground units, (although they can damage Artillery urns 
and other ground units with low air defense values) but arene:— 
sary to win the battle for air superiority in a given scenario. They act as escorts: 
friendly Bomber units, attacking any enemy Fighter unit that attacks a frier i 
Bomber unit adjacent to the friendly Fighter unit in question. This escort an a:. 
comes before the enemy Fighter unit can attack the friendly Bomber unit, bs 
Fighter units only attack as escorts once per turn. They also attack enemy Bomb-’ 
units attacking a friendly ground unit that is adjacent to the friendly Fighter unit z 
question. Again, this attack takes place before the enemy Bomber unit gets - 
chance to attack your ground unit, and the Fighter unit can only conduct such az 
attack once per turn. A good way of looking at Fighter units and air superiority is 
this - they cannot win a battle for you, but it is hard to win one without Fighter 
units and the air superiority they give you when they are victorious. They are good 
at destroying enemy Fighter and Bomber units, and protecting your Bomber units 
from enemy Fighter units, as well as protecting your ground units from attack by 
enemy Bomber units. 
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ft mu ier Class 

Bomber class units represent light bomi-ere m-: an 
fighter bombers, dive bombers, and spe< p «r 
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L battlefield. This allows them to attack units far behind tr.e - : • *> 

[L> . would normally be safe from any other type of unit. In the ear.y 
i. -.hey are often the only units that can affect the heavier Tank units as -. ■ - 
r - war progresses, Bomber units that specialize in killing enemy mn.- : - u - 
i i_able. These units have very high hard attack values. Most Bomber :.a~ 
i - i great asset in both attack and defense. Bomber units a favorer ~ -- 
| j ■ --y Fighter and Air Defense units. Used correctly and covered by frier 
inter units, they can have a dramatic effect on the outcome of a battle 
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